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The Keepers' Chapel 
Thief: The Metai Age 



: All of the following resources are for the expert difficulty setting. They also pertain to the patched version of the 
game (version 1.18), the un-patched version (version 1.07). 

All resources compiled by Dave Johnson (Fett). Loot Map assistance by Rob Wong (Old Man). Final formatting by Jonah Bishop. 
Thanks to all who contributed information or corrections. 

The Unwelcome Guest - Thief 2 Demo 

• Walkthrough 

Level 1 - Running Interference 

• Walkthrough 

• Loot Map 

• Secrets and FAQ Page 

Level 2 - Shipping ... and Receiving 

• Walkthrough 

• Loot Map 

• Secrets and FAQ Page 

Level 3 - Framed 

• Walkthrough 

• Loot Map 

• Secrets and FAQ Page 

Level 4 - Ambush! 

• Walkthrough 

• Loot Map 

• Secrets and FAQ Page 

• Route Map 

Level 5 - Eavesdropping 

• Walkthrough 

• Loot Map 

• Secrets and FAQ Page 

Level 6 - First City Bank and Trust 

• Walkthrough 

• Loot Map 

• Secrets and FAQ Page 

Level 7 - Blackmail 

• Walkthrough 

• Loot Map 

• Secrets and FAQ Page 

Level 8 - Trace the Courier 

• Walkthrough 

• Loot Map 

• Secrets and FAQ Page 

• Route Map 

Level 9 - Trail of Blood 

• Walkthrough 

• Loot Map 

• Secrets and FAQ Page 

Level 10 - Life of the Party 

• Walkthrough 

• Loot Map 

• Secrets and FAQ Page 

Level 11 - Precious Cargo 

• Walkthrough 

• Loot Map 

• Secrets and FAQ Page 

Level 12 - Kidnap 

• Walkthrough 

• Loot Map 

• Secrets and FAQ Page 

Level 13 - Casing the Joint 

• Walkthrough 

• Loot Map 

• Secrets and FAQ Page 

Level 14 - Masks 

• Walkthrough 
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• Loot Map 

• Secrets and FAQ Page 

Level 15 - Sabotage at Soulforge 

• Walkthrough - Part 1 

• Walkthrough - Part 2 

• Secrets and FAQ Page 

Travel to: Keepers' Chapel / Strategy Index / Thief-TheCircle.com (home) / Go Back 
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The Keepers' Chapel Walkthrough 
The Unwelcome Guest 

TABLE OF CONTENTS (dick a topic to jump to that section) 

1. Through The City 

2. Lady Van Vernon & Lord Willy 

3. Sunburst Device & The Shemenov Estate 

4. The Necromancer's Spire 

5. The Dayport Traders Bank 

6. The Greenhouse 

7. The Mechanist Tower 

8. The Ballroom 

9. The Schematics & The Escape 

Objectives: 

• Stick to the rooftops (stay off the streets) 

• Infiltrate the Mechanists Tower 

• Steal the plans for their new machines 

• Rob the Dayport T raders Bank 

• Break into the Carlysle Armory 

Loot Information: 

• Requirements: 1700 

• Available: 2735 

• Accounted For: 2725 



Start at the bell tower and head North toward the blue lights. Cross the board and grab 2 water arrows from the pool. Kill the torch 
near the guard and shoot a rope arrow to the leftmost ledge. There is an archer patrolling here- wait till he goes through the 
downstairs door, then distract the swordsman with a broad head. You should have enough time to hug the left wall, drop, and run 
for the shadows in the Northeast corner. When the archer passes, go through the door, stopping to grab the broad heads in the 
crate. The first window on the right has a crate with some copper coins (5) and a sleeping man wearing a purse (10). Outside, go 
across the pipe to the right and to the open window on the left. (Quick save here). Jump/mantle across. The crate at the foot of the 
bed has some coins (65), the one by the bed has 2 flash-bombs. DO NOT try to grab the arrow out of this guys quill. Down the 
ladder there's a patrolling swordsman, and through the next room at the top of the stairs is an archer. Go halfway up the stairs, 
turn around and rope up to grab the small jar (20). Go back out the window you came in through and take a left on the ledge. Rope 
up to the building on the North and go through the doorway on the right, up the stairs to a crate with healing potion. Go back out 
and take the ladder on the Northeast corner to the lower roof. 



Listen to the argument, then climb the tower and head quickly and jump to the right window. Grab the purse (100) on the table and 
exit through the opposite window. Jump to the ledge and go left. Jump to the machine, climb up to the breezeway and grab the 
gold cup (25) on the table. Head west till you reach another guard. Distract him and run North to mantle up to the next roof. Climb 
between the ramparts and head right to the front of the building. There's a swordsman with a key to the door, and an archer 
patrolling here. Stand outside with the door open and observe the patrol inside. The front room has a gold vase (100), the back 
room has 3 stacks of silver coins (36 total) behind the door. Back outside, head to the Northwest corner and eavesdrop on the two 
housebreakers. Then work your way to the back of the building and climb to the ramparts again. Jump to the wooden ledge. 



Jump to the pipe and deal with the spider in the hole in the roof. His nest should have 2 hanging moss arrows, a crate with 2 rope 
arrows, and a ring (25). Climb out and go to the clear window in on the East of the building. There are two guards in here. You can 
break the glass and get some coins (150) from the box in the second room, and 5 flares from the box in the next room. Go back out 
to the wooden ledge and rope up. Turn right and climb the ladder in to the water system. Follow it and open the door using the 
turn switch. Go East, jump the catwalk, climb the boxes and take a right/East. Climb down to the deck. You can attempt jumping 
across East to the wall, but it's easier to use a gas arrow on the archer to your right and jump to the balcony. There is another 
guard in patrolling here. Head down the steps and around to the doorway for a crate with some coins (60). Outside, the last set of 
shutters on the right opens to a room with a ladder. At the bottom, move the boxes and crawl through to a room with a telescope. 

Move the telescope to open a door to the right which contains the sunburst device and a fire arrow. Go back out to 
the roof, take the stairs North to the chimney. Put out the fire below and climb down. There's a servant in the kitchen. Go straight 
across to the cubby under the stairs and open the chest in the back which contains a healing potion. Grab the box and 

put it under the banner next to the kitchen door. Climb up and slash the banner. Rope up and jump into the hole (you have to 
actually go into the hole to get credit for the secret). There's a bracelet (300) in the box. Go back through the kitchen and up the 
fireplace. Jump across to the circular deck and head back to the building where you emerged from the water system. Now that you 
have the Sunburst device you can break into the Carlysle Armory. 



Jump to the ledge on the building to your North and grab Rothchild's purse (100) through the open window. Go back West until you 
come to the Necromancer's tower. Jump across and grab the candlesticks (50 each - don't read the book!). Look for a 

highlighted book on the top left shelf of the bookcase to the right of the cheese. This opens a cover on the elevator which will take 
you to the lower level. Down here you'll find a healing potion, speed potion, and some coins (100) in the blue box. Go back up and 
out the window with the plant to the next building. Grab the plate (50) behind the crates, then take the ladder down the shaft. In 
the next room, move the boxes to uncover the hole and climb the stairs to the top floor. There's a guard patrolling here. In the top 
room you'll find the house burglars. Grab the coins in the box (25) and the ring on the dresser (100). If you leave the door open the 
guard and a burglar will fight, giving you a chance to slip out onto the 2nd story fire escape. Climb up to the roof and get to the 
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West roof (where the remaining burglar is standing). Go through the window on the far left and through the building. 



Continue West and go to the rightmost corner of the Armory in front of you. Climb up, douse some torches and hug the left wall to 
get to the stairs. Inside the Armory is a guard to the left. He turns his back periodically. Throw the sunburst device against the 
metal door and back into the guard area. Use a fire arrow to set the device off. Inside you'll find a bunch of goodies. Go back out 
and make your way to the North side of the roof. On the next building over is a pipe leading to a room with an amulet (125). 



Go back East the way you came, roping up to the building on to the Northeast of the house robbers. Go across the wooden roof, 
jump to the tower and grab the two fire arrows on the wall. There's an archer patrolling here. Head up the stairs and go through 
the first door on the left. A Swordsman patrols in here. Grab the vase (100) and head out the open window to the North. Break the 
skylight and jump down for some coins on the table (75 total). Be ready to rope out quickly- there's a guard in the next room. Go 
North across the banners to the Greenhouse. Inside is a small spider, two moss arrows, and a gas arrow. Outside, rope up to the 
small outlook on the right. Watch for the patrol and get a candlestick (50) from the last room. The guard has a healing potion. 
Outside, take the catwalk up and grab some coins (30) from the box in the first room on the left. Now go back to the roof with the 
skylight. 



Mantle through the open window to the East and go out to the bank ledge on the North. Drop through the window and find a place 
to hide. You'll need to pickpocket the key from the patrol guard. Go to Mr. Turtleshank's office on the right/south, pick the lock on 
the wall safe and throw the switch for the vault. Go across the hall, North, to the vault. Grab a purse (100), 8 gems (200 total), 3 
stacks of copper coins (15 total), and a stack of silver coins (12). Get past the guard outside the double doors to the East and rope 
up to the rampart on the left. Cross the roof going North, through Lady Louisa's apartment. Grab the vase on the fireplace (100) 
and her purse (100). Continue North, climb the machine up to the next roof and take the ladder on your right before the drunken 
guards. Cross the roof to the West and jump down to the Mechanists Tower. 



Open the metal vent door and follow the ducts until you emerge above the fire in the kitchen. Put it out, then go through the West 
door and get the plate (50) from the crate. Go out the South door and East down the hall. You'll need to get a key from a patrol 
guard for this area. The first door on the left in storage. The second door on the left has a blue box with a worthless hammer. 
Continue to the adjacent room and pick the safe on the column for large jar (20) , 4 stacks of gold coins (100 total), and 1 stack of 
silver coins (12). Continue through the room and go North down the hall. The next room on the left has a man with a purse (5) 
(Presumably Lord Bafford?) The statue's left eye lights up to reveal a secret room to the right containing a healing 

potion and a speed potion. Go back to the kitchen and through its North door. The dining room is through the double doors on the 
right and has a gold cup (25) and a gold bottle (50) on the far table. The library on the right has a guard across from the door. 
Stick to the shadows or blackjack him. Walk evenly between the two nobles, grab the cups (50 total) from the table, the man's 
purse (15), and the woman's purse (20). Beware the guard making rounds and go straight out the West door, around and up the 
stairs to the ballroom. 



Switch off the lights before going in. The head of security is wearing teal and talking with the guard in the Southwest corner . He 
has the key you'll need to get into the office where the schematics are kept, but leave him for later. He'll be leaving the room in a 
moment, at which time you can pickpocket him. For now, go right from the door, hugging the wall and grab the lone man's purse 
(10). Go back to the right and work you're way behind the girl standing near the fountain. Shoot some moss arrows and grab her 
purse (20). Wait near the corner here for the conversation to end, then follow him and get the key. 



Go back to the double doors in the hallway across from the library. Gas or distract the guard, open the doors with the blue key. 

Push the button on the right behind the desk, grab the plans and head back to the ballroom. The woman standing with the man on 
the far side of the fountain has a purse (20) and there's a gold bottle (50) on the table by the guard. Go out the Southwest window, 
turn right and duck under the shutter to get to the ladder. 

Travel to: Keepers' Chapel / Strategy Index / Thief-TheCircle.com (home) / Go Back 
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The Keepers' Chapel Walkthrough 
Running Interference 
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"The Rumford Manor could be a lucrative opportunity for a man like me..." 

Other Level Resources: 

• Loot Map - Go here for a complete listing of all the loot locations. 

• Secrets & FAQ Page - Go here for pictures of all the secrets in this level, as well as some frequently asked questions. 

TABLE OF CONTENTS (dick a topic to jump to that section) 

1. The Basement 

2. The West Wing 

3. The Courtyard 

4. The East Wing 

5. The Basement Continued 

Objectives: 

• Use the bird call to signal to Basso (once you've cleared the way for him) 

• Get Basso & Jenivere out of the mansion 

• Score 8 knockouts 

• : Find a pair of wedding rings to give to the happy couple 

Loot Information: 

• Requirements: At least 600 total, 200 in gems 

• Available: 805 Gold (785 in patched version - Click Here for Details), 250 Gems, 230 Goods = 1285 Total (1265 in patched 
version) 

• Accounted For: 1265 (Using patched version) 



Grab the Butler's loot, then get the key from the ledge (figure 1) by the left door. The next quarter on the left has some loot. There's 
a guard post on your right around the corner so douse the torch. Duck into the next door to the right- the guard's quarters, and 
check the crates. - Go out through the left door and throw the switch under the far right shelf to reveal a stash behind the 

sword case. Go through the workshop and blackjack the guard in the hall, grab his purse, then move on to the storeroom. There's a 
guard post on the far right side, but you can easily avoid it by going through the kitchen (watch out for the cook with a purse). The 
cleverly disguised sandbag on the right table is actually worth 45 in goods. Check out the wine rack in the storeroom to the right side 
of the kitchen. There are three gold bottles as well as a speed potion (figure 2) on the bottom left. 
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Figure 1 Figure 2 

Around the corner to the right is a lift to the dining room where you can grab some gold cups and plates, as well as the key to the 
estate from the passing guard (this key will also open the front gate). Grab a few boxes and stack them to the left of the fireplace on 
the landing to grab some lucky coins on the ledge (figures 3 and 4). 



We'll finish the basement on our way out. For now go up to the ballroom. 
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Figure 3 




Figure 4 



In the ballroom, complete the bonus objective by grabbing the wedding rings from the right side of the fireplace mantle (figures 5 
and 6). A guard with a purse patrols the West hallway. The first room on the right is the music room- grab the coins on the far table 
and a flute from the stage. Pass the next two bathroom doors on the right and unlock the door to the Wing. A guard patrols here. 

- No loot in the downstairs rooms, but upstairs in the bedroom, flip the switch under the plant (figure 7) and grab the amulet 
in the wall safe above the bed. 




Figure 5 Figure 6 
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Figure 7 



Go back to the ballroom and unlock the front doors. Wait for the archer to walk to the far side of the yard, then slip around the open 
doors and blackjack the guards. Hide the bodies inside, then wait for the archer to pass again. When he's on the far side, jump to 
the walk and quickly go right onto the grass. Quickly grab the gold plate and cup from the middle of the grassy area, then follow a 
few yards behind the archer, staying on the grass (When he passes the light by the front door, you can get close enough to 
pickpocket him, without stepping on the loud marble (figures 8 and 9). Go back to the ballroom and to the East wing. 




Figure 8 Figure 9 



A guard patrols this hallway as well. Pass both dining rooms on the left, and beware the archer at the end of the hall, patrolling near 
the stairs. In the rooms under the arches, the first room has a goblet on the bedside table, the other on a ledge above the bed (turn 
the lights off for a better view). The parlor upstairs has a necklace on the table to the right inside the door, and a ring on the 
bedroom table. Go back to the East hall. 



Take a right in the hall (where the archer patrolled) and go down the stairs to the housekeepers quarters to grab the purse. In the 
hall, the next room hides a mechanist shrine behind some boxes. Grab the gold nugget, and the silver nugget in the niche to the 
right. Head north in the main hall, passing Jenivere's door on the left. Beware the archer patrolling the hall by the servants' quarters. 
In the servants quarters, there's loot in the last room on the right, and a scroll about Truart in the last room on the left. In the hall, 
go through the small storeroom behind the guard station and back to the butler's quarters. You have to be relatively close to Basso 
for him to hear the birdcall. If you're obsessed with getting EVERYTHING, stand to Basso's left as he unlocks the door so you can 
squeeze in and grab the key from the table. Follow Basso and Jenivere out through the butler's quarters. 

Back to Index / Forward to Shipping ... and Receiving 

Travel to: Keepers' Chapel / Strategy Index / Thief-TheCircle.com (home) / Go Back 



Web2 



converted by Web2PDFConvert.com 




'M: (• <§' /' ftlF^ ' . ' I Jj " 




The Keepers' Chapel Walkthrough 
Shipping... and Receiving 




"...Not too many guards, lots of dark corners, and several entry points..." 

Other Level Resources 

• Loot Map - Go here for a complete listing of all the loot locations. 

• Secrets & FAQ Page - Go here for pictures of all the secrets in this level, as well as some frequently asked questions. 

TABLE OF CONTENTS (dick a topic to jump to that section) 

1. The Office 

2. Building A 

3. Building B 

4. Davidson's Ship 

Objectives: 

• Find a new shipping label and redirect Gilver's shipment by placing the label on the crate outside of his office 

• Find 5 bags of spice 

• Don't kill anyone 

Loot Information: 

• Requirements: At least 850 

• Available: 1665 

• Accounted For: 1665 



The first priority is to gain access to the control shacks throughout the yard. From your start point, go south and use a crate to jump 
to the ladder on the left. On the catwalk, look for another ladder which should take you up to the skylights directly above the office 
(figure 1). Be careful - there aren't too many shadows to hide in, and there are two patrolling swordsmen in the area. There is also 
a patrolling manager in the office itself, as well as an archer around the corner - so stay quiet! You need to get the key from the 
control box in the room to the right (figure 2). Be warned that the archer can see you through the window of this room, so you may 
need to knock him out before entering this room. 
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Figure 1 Figure 2 

Go past the archer and into the hallway. Find a way back down to the ground. Completing Building A is simply a matter of exploring 
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each space, though you can do so in any order. The following section breaks each space down. First familiarize yourself with the 
location of each control shack (figure 3), and the posted guards. You may want to remove a few patrols before you start. It seems 
the easiest way to travel is on the ground. The catwalks are noisy, and the doors inside are often inaccessible from the halls. For 
some equipment and loot scattered amongst the crates in the yard, see figure 4. 




Figure 3 Figure 4 



Key to Figure 4: 

1. Flare 

2. Idol (15 Goods) and Flares 

3. Rope Arrow 

4. Slow-fall potion, Flash-Bomb and Flare 

5. Flare, Noisemaker Arrow and Flash-Bomb 

6. Water Arrow and Idol (15 Goods) 



It might be to your advantage to begin back near your start point and hit Capezza's place first since you'll get your scouting orb and 
some other supplies to help with the rest of the mission. Obviously, it's best to use the control shack nearest the space you're 
cleaning out, and it helps to clear the main warehouse (front and back) of any guards so you'll have a convenient cut through. 

• 0457 - CID CAPEZZA - Look for a scouting orb on the shelf on either side of the room, as well as some flares, a flash-bomb, 
and some loot. There's a water arrow in the sink and some loot on the right shelf. 

• 0634 - LADY ANGELICA'S - Check the shelf in the back for some potions. 

• 7732 - R. BRAMRICH - Pick up the new label on the desk here (figure 5). You'll put it on the crate outside of Gilver's office 
later. 
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Figure 5 

• 6957 - LORD PORTER'S ART - Tons of loot behind the counter. In the art gallery, shoot the crystal ball in the picture for an 
idol. To get up the elevator, look up and shoot the button, although there's not much up there. 

• 0928 - NOAH GERM - If you can't get around the guard and worker here, consider approaching from the inside of the 
building and dropping through the garbage chute to get closer to the door. Make sure to grab the glasses in the office and the 
crystal from the top shelf. 

• 0266 - LUCKY SELENTURA - The key for the safe is in the box on the top shelf. 

• 7933 - GILVER'S EXPORTING - Put the label on the big crate inside the door (figure 6) Upstairs, there's two crates with loot 
behind the boxes if you climb up here (figure 7). Also don't forget to grab the plates from the long shelf. 
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Figure 6 Figure 7 

• 5188 - T.M. BLACKHEART - Grab the gear from the console to open the door, then make sure to get the flute and the 
recording from the tables inside. 

• 6013 - MYINELL STEAKS - Beware the spiders as you enter. There's a statue in the back corner of the cage, and one by the 
boxes in the main space. Take the south elevator up to the freezer, push the button near the door to open the top vents, and 
grab the key that falls (figures 8 and 9) or you can climb atop the freezer from outside and grab the key from on top of the 
freezer. You'll have to climb out the top, go back down and up the north elevator to open his safe and get the valuable recipe. 




Figure 8 Figure 9 



• 0590 - KELGOR WEAPONS - Climb the crates downstairs for a secret, then go upstairs for some supplies. 



The best way to Building B is up the steps from the southeast hallway of Building A. This brings you up near the first security camera 
you will see in the game. The shutoff switch for this camera is at the top of the stairs to the right (you have to look closely to see it 
in the dark). The meeting room on the right has some loot, and the office on the left has a secret door hidden in a bookcase and 
some loot. You can go out the back door here and drop down to the second floor staircase. You'll need to get a key from the 
patrolling swordsman on the second floor, as well as Davidson's key from one of the pirates pacing back and forth between the first 
floor south door and the ship. Use this red key to open the far southwest office (J. Osterlind's), and Davidson's key to open the 
various crates with spice. There are seven bags of spice total: 

1. Osterlind's office 

2. Davidson's belt (he's on the pirate ship) 

3. Davidson's quarters (on the ship) 

4. Top deck storage crate (on the ship) 

5. Building B - among the southeastern crates 

6. Building B - among the northeastern crates 

7. Building B - among the southwestern crates 

To access the spice in the warehouse crates, go through the second floor offices out to the roof and jump down through the 
skylights (figure 10). Preferably, go to the southeastern corner to begin, as you can also obtain a rope arrow from a nearby crate. 
The spice will be in the crates with the locks on the side - use Davidson's key to unlock these crates. As for the rest of Building B, 
use the controls in the northwestern office to open the bay doors for the larger areas. The Rare Artifact Bay on the east side of the 
second floor contains some loot. The room with the three crates (near the eastern staircase) and the hole in the roof contains a 
secret (figure 11). 
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The Keepers' Chapel Walkthrough 
Framed 
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"...Breaking into Shoalsgate is like looking down a Burrick's mouth with a lit match..." 

Other Level Resources 

• Loot Map - Go here for a complete listing of all the loot locations. 

• Secrets & FAQ Page - Go here for pictures of all the secrets in this level, as well as some frequently asked questions. 

TABLE OF CONTENTS (dick a topic to jump to that section) 

1. Getting In 

2. Front Office 

3. The First Floor 

4. The Vault Code & The Barracks 

5. Hagan's Office, The Vault & The Records Key 

6. Evidence Storage 

7. Getting Out 

Objectives: 

• Don't set off the alarm or alert the guards 

• Obtain a personal item from Hagan's office 

• Place the personal item in the third floor vault and leave the vault strong box in Hagan's office 

• Don't knock out or kill anyone 

• Leave Shoalsgate station 

Loot Information: 

• Requirements: None 

• Available: 1378 

• Accounted For: 1378 

The door to the sewers is on your right, but there's an Easter Egg over the fence to your left (use a scouting orb to see), and some 
loot in the bar, as well as some water arrows in the dumpster. Enter the sewer (figure 1), and swim to the cave (be prepared for a 
few spiders in the non-patched version). (You could rope up here via the well above and go to either the mess hall or east/office 
door from the courtyard.) The first order of business is to knock out the cameras and open the front gate. There's a secret door in 
the north cave (the last torch mount), but to get to the front desk (and the controls), take the east tunnel, grabbing the water arrows 
and the idol in the water along the way. 
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Figure 1 



When you pass the flickering light at the top of the stairs, duck into the door on your right and grab the spectacles from the office on 
your right. Lady Rumford is griping about the whole Jenivere thing in the other office, so creep by and emerge in the main office. 
There's a conversation going on through the door to the right, so if you can finish business and get out before it's over, you have two 
less people to worry about. Kill the power to the camera's use the switch under the desk to grab some coins from a hidden panel in 
the floor (figure 2). Raid the water cooler and leave via the right door. 
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Figure 2 

Go back the way you came, through the conference room, then head east down the hall toward the mess hall. Go up the lift and 
grab the candlesticks from the Lounge upstairs. You can go out the south door of the mess hall and go to the east courtyard door 
across from the main office, or go to the target room in the next hall on the right (beware the patrol here - this is a very tough 
spot). Shoot the last target on the far right (figure 3) with a broad head arrow, grab the arrows from the back wall and go through 
the right door to the armory. Get the stash and go out to the hallway. The guard in the corner room has a key to the Records 
Storage (figure 4). Grab it and head south in the hall to the main office. There's a water arrow, an idol, and the infamous 'KICK ME' 
note among the desks here. On the east side of the room, look up for a switch, rope up and go through the vent shaft it opens 
(figure 5). Figure 6 shows the view from the other side. 





Secret! 
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Figure 3 Figure 4 
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Figure 5 Figure 6 

Access the Secure Records Office using the yellow key you stole from the guard downstairs, and find the vault code in the mechanist 
book (4026). Go back to the main office and throw the switch on the southwest column (figure 7) to open a door to the south hall. 
Duck into the locker room across the hall, then head west through the barracks to the bathroom. Wait for the patrols to walk away, 
then go out the double doors, through the guard post and into the west hall. After grabbing some water arrows in the first room, go 
into the training room and throw the switch behind the far wall. Rope up to the ledge and go through the other secret door (figure 8) 
to emerge in Truart's office. 
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Figure 7 Figure 8 

Grab the loot from Truart's Office then head north down the hall. Grab the gold bottle from the guard post on the right then pick 
Flagan's door on the right. If you have trouble in this hall, don't forget to douse lamps and take advantage of the wooden ceiling to 
hide from the patrols. In Flagan's office, get the handkerchief from his desk (figure 9), then get the vault/records key from Mosely's 
office across the hall. There's a purse under a desk in the Vice office, and a vase under a table in the waiting room. Now head back 
to the south hall and east to Warden Affairs. Frob the book right of the banner and climb up to Evidence Storage. 
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Figure 9 



Go north, sneak under the camera, and duck in to the next room on the right. Follow these rooms north until you can cross to the 
anteroom. Be aware that the patrolling guard can see you through the small window. The code is 4026. Use moss arrows to get 
across the noisy floor. Grab the loot and the strong box, drop Flagan's handkerchief. Flead back down to the Warden's office, go back 
to Flagan's office and plant the strong box. 



From the second floor (if you can make it to the balcony via the officer's lounge) you can jump down, taking a little damage (or use 
a slow-fall potion). Then go down the well or out the front gate. 

Back to Index / Back to Shipping ... and Receiving / Forward to Ambush! 

Travel to: Keepers' Chapel / Strategy Index / Thief-TheCircle.com (home) / Go Back 
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"Looks like the consequences of my occupation have finally caught up with me..." 

Other Level Resources: 

• Loot Map - Go here for a complete listing of all the loot locations. 

• Secrets & FAQ Page - Go here for pictures of all the secrets in this level, as well as some frequently asked questions. 

• Route Map - Go here for an overview of the route that you will take through this level. 

TABLE OF CONTENTS (dick a topic to jump to that section) 

1. Pub Area 

2. Helena Way 

3. Home Turf 

4. Marketplace 

5. Shalebridge Road 

Starting Objectives: 

• Get back to your home 

• Don't kill anybody 

• Score at least 8 knockouts 

Ending Objectives: 

• Find your secret stash and the Shalebridge gate key 

• Get to Shalebridge 

Loot Information: 

• Requirements: None 

• Available: 592 

• Accounted For: 592 

• Extra: Your take from the last mission is also added to your total loot for this level (you'll find your loot from the last level in 
your secret stash) 

Quickly head to one of the doorways across the street, wait for the patrol to pass, then go north toward the two women. When 
they're finished talking, climb the crate and mantle the wall to your right. Grab some water arrows on this roof, then crouch and 
jump to the to the east side and follow the street to the round building on your right. Wait for the two men to finish their 
conversation. Go around the building, then right/north at the next round building before you reach the bulldog. Pass some stone 
arches on the right and go west to the torch lit doorway beyond the street lamp (figure 1). Upstairs is 30 gold. Use the sewer door 
here to get to Helena Way. 
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Figure 1 



In the sewer, follow the water until you come to an odd "W" shaped torch holder (figure 1). Directly underneath this torch holder (in 
the water) is a purse worth 200 gold (figure 2). Across from here is a low ledge near a street lamp (figure 3) that you can climb up 
on to. 
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Figure 2 Figure 3 

Wait until the coast is clear, then climb out and head west. Follow the moat keeping the water on your right until you cross over the 
moat (figure 4) to Sparrow street. Note that there is an Easter Egg in this area of the map. To see it, check out the Secrets and FAQ 
page for this level. Now head north to Hill Street. You can either go left here to end up behind your house, or go right and take the 
next left before the bulldog to get to the house across the street from yours. If you go right, you'll need to look for a metal door on 
the right in the alley (figure 5). 
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Figure 4 Figure 5 

If you're behind the house, use a rope arrow to climb to the top of the fire escape (figure 6) and go down to your apartment on the 
second floor. There's a cop patrolling the stairwell and one inside the apartment. You're closet is through the door on the left. If 
you're in the house across the street, go to the top floor and jump through the open window to the opposite window ledge (figure 
7). Open the shutters and step into the bedroom. 
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Figure 6 Figure 7 



Open the closet door and toggle the right coat hook. Go out to the hall and make a right to the open window. Flead south under the 
low arch, then duck through the double wooden doors on the right. Flead south, then east on Hill St. Sneak south past the guard 
onto Flelena Way. Follow the moat to a small bridge (figure 8), then head east to an open area where the moat curves south to 
west. Hide north of the posted cop, wait for the patrol to pass, and the sentry to turn his back, then run to the wooden door just 
behind him (figure 9). Go right through the metal door and head east across the Whipple St. gate and across the next roof (grab the 
gold bottle on the ground here). 




Figure 8 Figure 9 



Descend the ladder and go south to the Market. Benny and a hooker are talking on the bridge. Quickly, before the conversation ends, 
run east across the square to the shadows on the far side. If you wait until the conversation ends, you'll have to cross the hooker's 
path to get across the square. If you're brave, Benny has a purse worth 100 gold which you can grab with a speed potion. Climb the 
ladder (figure 10) and go east across the wooden deck. 
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Figure 10 

Go south from the deck to a wooden door on the corner (figure 11). Upstairs is a switch which opens the gate to the south - but you 
don't need it to be open. Grab the coins and the key from the table and go back downstairs. Observe the patrols closely from here 
on forward - they are big and thick, so you don't want to tangle with them. You can choose to go west down the street, then toward 
the Market to grab a purse in doorway on the right (figure 12). 
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Figure 11 Figure 12 

Otherwise, go north to the torch-lit, double doorway. Use the key you just picked up to unlock the door. Go north on Shalebridge 
Road. When you reach the split, make a run for the wooden doorway on the right (leave yourself time to pick the lock - it's quite 
complicated to open). Go upstairs, shoot a few moss arrows on the boards and on the ground, jump down and continue north to the 
Shalebridge gate. There are a few places to hide along the way, or you can cut through Lt. Mosley's house with the metal door - the 
shutters in the kitchen open up. From there it's a short distance to the gate and the end of the level. 

Back to Index / Back to Framed / Forward to Eavesdropping 

Travel to: Keepers' Chapel / Strategy Index / Thief-TheCircle.com (home) / Go Back 
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The Keepers' Chapel Walkthrough 

Eavesdropping 




"Looks like I have something to learn from a seminary for a change..." 

Other Level Resources 

• Loot Map - Go here for a complete listing of all the loot locations. 

• Secrets & FAQ Page - Go here for pictures of all the secrets in this level, as well as some frequently asked questions. 

TABLE OF CONTENTS (dick a topic to jump to that section) 

1. Getting In & The Conversation 

2. The Barracks & The Acolytes' Quarters 

3. The Workshop 

4. The Catacombs 

5. The Storage Shed 

6. The Chapel 

7. The Chapel - Second Floor & Towers 

Starting Objectives: 

• Be at one of the meeting room doors to overhear the conversation between Karras & Truart at midnight (don't worry about 
the time - the bells will chime as you approach the door). 

• Return to the front gate when you're done 

• Don't kill anyone 

Ending Objectives: 

• Steal the safety deposit box key from its stated location. 

• Make a wax impression of the key. 

• Return the key to its original location. 

Loot Information: 

• Requirements: At least 1200 

• Available: 2119 

• Accounted For: 2119 



Go left in the yard. Be aware of the guards in the towers overhead and the mech beast roaming about. If you've yet to encounter 
one of these, 2 water arrows to the rear boiler will take it out of commission, or a fire arrow or mine (which are obviously much 
noisier methods). Continue south until you reach a metal door on your left. There is a 'servant' in here - it can be easily blackjacked 
(even if it sees you). Grab the purse on the male corpse, then throw the switch at the bottom of the other doorway (figure 1) 
revealing a secret room with a hard-to-see ring near the male corpses hand (figure 2). 
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Figure 1 Figure 2 

Go out through the other door and head east to a narrow walkway with a tomb. Just south of here is a staircase with the door your 
looking for. Get up next to it and lean into the door. Now be patient and listen to the ENTIRE conversation - the location of the safety 
deposit box key is mentioned by Karras. There are as many as 14 different locations where the key can be found, so pay close 
attention. If you don't catch the location, don't worry - you'll eventually find the right one. 

The game randomly generates the location each time, assigning the completed objective to one of these locations. It is imperative 
that you listen for the location near the end of the conversation, and remember where you got your key from, as you will be required 
to return it to that location before leaving. 



Enter this area via the outer south door and go up the nearest set of steps to the barracks. There is a mechanist patrolling the 
upstairs areas here, but the downstairs area is safe. Check the dresser at the foot of the stairs for a key and a goblet. Use the 
crawlspace (figure 3) to get to the acolytes' quarters, stopping to get the gold coins from the box. The dresser beyond is a key 
location, and there are some jeweled cups on the far bookcase. Back in the main corridor, the second chair on the left contains a 
purse worth 25 gold. 
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Figure 3 

Once you have obtained your key, use the staircase in the Meeting Flail area to go downstairs. When you reach the gas light, you'll 
hear a conversation in the workshop (figure 4, #1 is the workshop entrance - figure 4, #2 is the catacomb entrance). Grab the 
statue under the stairs and wait until the mechanists leave. There is a drone in the workshop (1 water arrow to the boiler will take 
him out). Go clockwise through the workshop to the last room on the left. Read the instructions on the wall to make the key 
impression (figure 5). 




Figure 4 Figure 5 



There are two haunts in the Catacombs, but the best way to find all the loot down here is to consult the Loot Map for this mission. 
There is a ladder in a room on the southwest corner leading up to two more crypts. From here, you can go to east to the ladder 
leading up to the roof (figure 6) or you can take the northwest steps up to the chapel (which is not recommended, due to the 
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Figure 6 

Climb the ladder to the roof (figure 6 above) and run to the open door (beware the patrols up here). Grab the key (if needed), and 
the other loot in the room, as well as the coins in the crate and the jeweled cup on the turret near the corner. From here you can go 
through the west door into the second floor of the chapel. 



Easily one of the most complicated areas in the game. Well lit, well guarded, and lots of noisy surfaces. The best entry point is the 
East side from the Barracks corridor. From here, you can sneak to the nearest closet, or hide in some shadows on either side. There 
is a guard near the front doors, a guard on the west side, two patrols, and a mech beast that makes a pass every once in a while. 
Timing is everything. When the coast is clear, shoot a few moss arrows at the altar, from the safety of the shadows (figure 7). You 
should be able to crouch and run up to grab everything (don't forget to use your forward lean key if necessary). Then head back to 
the safety of the nearby shadows. Sneak across to the other closet, grab the key (if needed) and the offering plate under the table. 
Go back to the far shadow of the other closet and crouch/run midway down the wall until you can see a papyrus and tiara between 
the pews (figure 8). 
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Figure 7 Figure 8 

Shoot a moss arrow, then quickly run and grab the tiara. This should be the last thing you do in the chapel - most likely the front 
door guard will come looking for you, so make sure you're headed completely out of the area once you do this. 



Grab the idol on the bookcase and go west to Karras' quarters (don't forget to look around upstairs). Go north to the west tower and 
slip into the shadow left of the door. Shoot a moss arrow somewhere nearby (so you can jump to it when you come back up the 
ladder). Use the narrow hall to go east to the other tower where you can use the same trick. Go back the way you came, or slip 
behind the guard in the east hall. Go back outside and south to the front gates. 

Back to Index / Back to Ambush! / Forward to First City Bank and Trust 

Travel to: Keepers' Chapel / Strategy Index / Thief-TheCircle.com (home) / Go Back 
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The Keepers' Chapel Walkthrough 
First City Bank and Trust 




"Some people in this city are to rich for their own good ... lucky they have me to give them a hand." 

Other Level Resources: 

• Loot Map - Go here for a complete listing of all the loot locations. 

• Secrets & FAQ Page - Go here for pictures of all the secrets in this level, as well as some frequently asked questions. 

TABLE OF CONTENTS (dick a topic to jump to that section) 

1. The Basement & The Vault Pole 

2. The Records Hall 

3. Looting Part 1 - (Northern second floor) 

4. Lobby Security 

5. Looting Part 2 - (Southeastern second floor) 

6. Looting Part 3 - (Western first floor) 

7. Looting Part 4 - (Western second floor) 

8. The Vault 

9. Getting Out 

Objectives: 

• Break into the Bank 

• Find the number of the Mechanist's safety-deposit box in the Hall of Records 

• Steal the Recording 

• Don't kill anyone 

• Get out of the Bank 

Loot Information: 

• Requirements: None 

• Available: 2284 

• Accounted For: 2284 

Important Notes: 

• This mission is designed so that every time you restart it, the guard population and camera locations are rearranged. In other 
words, areas that may have been simple to navigate previously may now be complicated by extra guards or cameras (and 
vice-versa). This walkthrough simply gives instructions for completing the objectives regardless of camera and guard 
placement, except in those instances where the they are constant, or at least present 9 times out of 10. For more specifics on 
trouble spots, you may want to refer to the secrets page and FAQ page. 



The first order of business after breaking in is to get that blasted pole away from the vault door. Go east from the start point 
(beware of the three man patrol) until you reach a wall. To your left is a basement window (figure 1) - pick it and enter the bank. 

To your left is room with a ladder leading up to an office - you may want to take a look in case you need to use it as an escape route 
later. Otherwise, go west following the hall to to the large storage room (grab the candlestick in the first room on your left). Go up 
the ramp to the right and grab the flare and gold plate from the crates - you'll use this room to access the first floor later. 

Continue west through the store room and follow it around to the hall. Take the first door on the right and go through the tunnel 
passage in the back. If this is your first time dealing with robots, be aware that the small ones can't initially see you, but they can 
hear you. Don't run into them or run across the metal plates while they're in earshot, or they will alert their big brothers. 

Follow the tunnel until you emerge in a room with two doorways. There are water arrows in the pool in the large room at the south 
end of the hall, but you need to go north past the room with the big mech beasts - they are in defensive mode, so don't wake them 
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up. Go left at the end of the hall into the brick walled area (figure 2). 
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Figure 1 Figure 2 

There's another mech beast in the room to the south, and a turret on the wall behind you (look for the pressure plates on the floor). 
Hide near the corner ahead, use a scouting orb to see which way the camera around the corner is facing (figure 3 - camera in 
direction of arrow). Run across and throw the gate switch and then the light switch. Cross back toward the camera and into the 
control room. Open the panel and get all the buttons to stay in (figure 4). The light should turn green and the pole should lower. Go 
back the way you came, to the ramped room off the north of the storeroom. 




Figure 3 Figure 4 



At the top of the ramp, go through the east wooden door and down the hall to the staircase. At the top of the steps, go east to the 
Records room door. Douse the torch and step inside. There is a shadow here (figure 5), and one in the doorway to the left (figure 
6). 
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Figure 5 Figure 6 

In the records room, the scroll you need is on the left platform. The Mechanists' box number is 11. Grab the goblet on the corner 
shelf back in the hall, and go back past to the staircase on the right. Downstairs, head south and grab the loot in the meeting room 
bar, the two small offices, and the large office (where the basement ladder leads to). Also don't forget the coin stacks and 4 lucky 
coins on the bar in the room exactly east of the lobby. You can hide under the camera and jump out to grab the loot while it's 
turned, or hide behind the counter - make sure to look close for the lucky coins. Go back to the staircase and up to the second floor 
when you're done. 

At the west end of the hall, grab the copper coin stack on the bottom shelf on the left and continue into the Great Flail. Stay crouched 
and walk the balcony to the doorway on the left and into the hall with statues (not to be confused with the Flail Of Statues on the 
west end). If there are camera's here, douse a few lamps and grab the goblet from the table. Continue through this hall to the west, 
through the guard room balconies and into the room just east of the vault to get the goblet on the table. Drop into the vent system 
(figure 7) and travel back to the east end of the first floor. Go south in the hall and grab the purse from the safe in the next office on 
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the north side of the next hall. Go east to the main staircase (figure 8) and up to the third floor. 
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Figure 7 



Figure 8 



At the top of the stairs, go through the north door. There is usually a patrol here. Grab the loot and head through the next north 
door into a long 'L' shaped office. If there is a camera in the corner, sneak to the edge of the first desk, then under the camera, then 
to the next shadow along the north wall. You'll come to a tile hallway, with cameras on either side. Use a scouting orb to get the 
timing right, and slip across the hall (do NOT just make a break for it - if they spot you at all, the gates close before you can get 
past). Go around to the hall of statues and frob the secret switch behind the second statue on the left (figure 9 - we'll get to this in a 
moment). Stay to the exact center of the hall - between the pressure plates, lest you trigger the turret hiding behind the panel up 
ahead. Grab the vase and go right, working your way around to the bar area. Grab the gold cup, and the plate on the wall, then go 
through the double doors and shut off the lobby cameras power on the north wall (figure 10). 
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Figure 9 
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Figure 10 



Go back around to the hall with the cameras and make a quick turn right in the hall to another office. Pick the safe, and grab the ring 
from the skeleton's finger behind the panel you opened earlier (remember that switch from figure 9?). Go back to the main staircase 
and down to the second floor. 

Go clockwise on the catwalk to the southeast corner and through the north door there. Grab the goblet in the next room, then go out 
the other door and loot the two open offices (beware the mech beast. You should be able to do this without tangling with the robot if 
you douse a few torches. Go south through the next office with the safe and coins on the desk, then left in the hall to the music 
room. Around the corner to the north is a gold cup, and in the main room, flip the switch on the pedestal (figure 11) to open a 
secret space underneath (figure 12). 
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Figure 11 



Figure 12 



Go back down the hall to the west and take the door on the left before the balcony. Grab the goblet on the table (jump the wall if 
you're trying to beat the camera), then head back north to the main stairwell and go downstairs. 
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Go to northwest door of the stairwell and into the hall. Kill the lights and take the last door on the left. Deal with the mech beast (if 
there is one), grab the loot (be sure to look closely for the lucky coins in all these rooms (figure 13). Go south to the safe room, then 
grab the coins under counter and head west through the lobby. Loot the next room, then go through the northwest doorway to the 
room with the turret. This room is tricky, so take it in steps and move quickly. First be aware of the patrolling archer who comes 
through the door to to your left and down the stairs every few minutes. Also beware the camera around the wall to the left. Make a 
dash for the rightmost column, let the camera settle down, then go across to the column near the desk. The column should block the 
camera (figure 14), but not the archer's view from the doorway should he appear. 




Figure 13 Figure 14 

Quickly grab the 3 coins from the desk and back up to the safety of the shadow near the safe. Next, run around and turn off the light 
switch on the north wall, then duck under the stairs. Finally, run under the camera and use the switch behind it to the left to shut it 
off. Now you need to get up that staircase to the north. 



Jump across to the stairs (or use the doors to your left), grab the almost invisible lucky coin from the walkway (figure 15), and go all 
the way to the top of the stairs. From the top walkway, jump across to the window (figure 16), unlock the office on the right, grab 
the key and the loot, then go back to the hall. 




Figure 15 Figure 16 



From here, you should be able to open the gate to the east and loot the storage area adjacent to the lobby, as well and the gallery 
with the fountain. Through the west door at the top of the stairwell, you can access the dome area. Shoot a rope arrow in the 
corner and climb down, using moss arrows to grab the loot here. Rope back up, go to the north side of the dome, then grab the 
speed potion on the platform and go downstairs to the vault. 



Slip around to the door under the stairs and shut off the camera. Grab the goblet on the table and open the vault door, immediately 
stepping to the left to hide in the corner shadow. Shut the door to avoid company, then wait for the lower camera to turn away (you 
may want to use the speed potion) - run clockwise underneath it to the elevator and call it down. If you're crouched, the camera 
shouldn't see you riding up. On the second deck, wait for the right time, then run and stand underneath the camera. When it turns 
the other direction, make a break for the ladder (figure 17). The camera view should be obscured by the column as you climb up 
and go counterclockwise to door 11. Grab the recording and go back the same way, or use the slow-fall potion you grabbed in the 
dome. 
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Figure 17 


Head back south to the staircase and go up and across to the big window/office area. The metal door on the west opens to a 
balcony where you can make a quiet getaway. Take a day off - this was a tough job! 


Back to Index / Back to Eavesdropping / Forward to Blackmail 


Travel to: Keepers' Chapel / Strategy Index / Thief-TheCircle.com (home) / Go Back 
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The Keepers' Chapel Walkthrough 
Blackmail 
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"It's time for a face to face chat with my old friend Sheriff Truart..." 

Other Level Resources 

• Loot Map - Go here for a complete listing of all the loot locations. 

• Secrets & FAQ Page - Go here for pictures of all the secrets in this level, as well as some frequently asked questions. 

TABLE OF CONTENTS (dick a topic to jump to that section) 

1. Outside 

2. The Basement 

3. First Floor 

4. The Dungeon 

5. First Floor - Part Two 

6. Second Floor 

7. Third Floor & Attic 

8. Getting Out 

Starting Objectives: 

• Break into Truart's bedroom suite 

• Confront T ruart with the Mechanist recording 

• Leave the estate when your business is finished 

• Don't kill anyone 

Ending Objectives: 

• Search the murder scene for some evidence as to who may have killed Truart 

Loot Information: 

• Requirements: 1100 

• Available: 2100 

• Accounted For: 2100 

Back up and grab the crate. Throw it against the wall to the north. Wait for the camera to turn, jump to the crate and mantle the 
wall - then quickly jump to the other side. Use the back door and loot the house (beware the sleeper upstairs). Go back over the wall 
and through the window near the start point. Upstairs, be sure to shut the window before going across to the desk. Outside, 
continue south over the next wall. Use the back door on the next house, then kill the yard lights using the switch out front. Open the 
large gate to the south and loot the next house (beware the vagrant upstairs). From the front yard, find the crack in the wall behind 
the shrubs (figure 1), and follow the wall down to the large rock. Crawl underneath (figure 2) and immediately mantle to the right. 
Around the grave you'll find some moss arrows and flares. 
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Figure 1 
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Figure 2 



Go back the way you came and head north to the main gate. Hide in the shadows near the first door, pick it and climb up to the gate 
switch. Climb back down and shoot a few broad head arrows to the north, drawing the guards away. Slip through the gate, go east 
toward the front door and douse the two torches on the porch. Wait for the patrol to pass, then head left around the porch and find 
the crack in the wall behind the shrubs (figure 3). 
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Figure 3 

Go counterclockwise to the second opening and get the gas mine in the crate. There's a patrol in the long hallway, and the small 
doorway to the right leads up to the grand hall (which has a marble floor). Sneak down the hallway- use the cubby on the left to 
hide. Sneak behind the guard at the stairs and go up to the kitchen. 



You will need a few moss arrows to get started here. Wait for the conversation to end, then cover the floor. The maid stays at the 
sink, but the male servant walks back and forth from the ballroom (he has an estate key you will need). There are also two patrols 
moving clockwise around this level - one has a gear you will need to reach the second floor. Grab the goods in the sink and go 
clockwise to the mess hall. Across the hall is the plant nursery with a moss arrow. In the ballroom there are some plates on the 
marble and a sleeper on the floor - don't wake him. Flead back out and north up the hall - jump the tile sections or the whole 
detachment will come looking for you. Go to the bedroom at the end of the west hall and frob the torch mount to open the floor 
compartment (figure 4). In the other bedroom, go through the back door and slash the banner on the right to get into the chapel. At 
the altar, shoot an arrow into the overhead keyhole, and climb down the ladder (figure 5). 
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Figure 4 



Figure 5 



There's an old friend patrolling down here (a haunt) so be very careful. Make it to the inner hall and find the door to the shrine on 
the north side, grab the skull, then go to the southeast corner of the outer hall. Use your sword to break the board (figure 6) and 
take the crawl space to the torture room. Use the button on the right to raise the gate, grab the purse from the corpse (figure 7), 
and go back the way you came to the chapel. 
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Figure 6 Figure 7 



Go east to the guard's quarters (beware of the sleeper near the back). Continue on to the back foyer- there are some coins in the 
fountain. A guard stands near the fireplace, but there's enough shadow that you can grab the loot from the table and open the door 
in the fireplace if you haven't been to the dungeon yet. Go back to the stairs in the west and up to the second floor using the metal 
gear. 



Carefully open the double doors across the hall and observe the patrol patterns. There is also a stationary archer on the floor. You 
can trail behind the patrols to get the loot on the walkway, but they will become suspicious, so sneak back to the hallway and find a 
dark corner- shoot a rope arrow and climb to the ceiling. This should give them time to cool off. 

Flead to the north hall and take the first left to the room at the end of the hall. Frob the book on the left (figure 8) for a healing 
potion. Crouch past the guard room in the hall (you can also grab his estate key if you don't already have one). The next room on 
the right has a vase, and there's a noisemaker in the closet in the room at the end of the hall. Grab the coins from the card tables in 
the game room, then use a water arrow to clean up the mead spill (don't forget to grab the jeweled cup). When you clean the rug, 
the mounted cray-man head behind you will move to the left revealing a necklace (figure 9). 



\ 




imnuu f myn 


I 5 ) J 1 1 1 t 9 I t ~ 1 



Figure 8 Figure 9 

Use an invisibility potion or good timing to grab the gold bottle at the end of the bar, then crouch under the bar and lean around the 
corner to grab Benny's purse. Go south to the next bedroom (invisibility potion in the closet). In the hall, you'll need to sneak past the 
pool room on the left and go all the way to the end of the hall on the north to shut off the security cameras. 

Go to the armory on the southwest corner of the hall and grab some weapons - especially the gas mine behind the sword case 
(shoot the target over the door). [Don't forget the gold hammer in the corner. 

Deal with the guards in the pool room, grab the loot, then jump in and get the silver gear. Flead to the stairs next to the security 
room. 



Go left to avoid the guards and grab the loot over the fireplace and under the table in the west room. Go down the small hall to the 
bedroom suite and up the ladder to the attic. There's a flash-bomb in the crate. Go across the roof and get the slow-fall potion in the 
crate, then climb down to Truart's bedroom. Grab Mosley's key ring to the right of the bed, and the bronze gear (fig. 10). Grab 
Truart's body if you want to complete a bonus objective. 
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Figure 10 

You can hassle with getting out the conventional way, but you've got a slow-fall potion, so why not go out to the balcony with the 
body? Simply jump to the second floor, then slow-fall to the ground (watch for the patrol in the backyard). Jump in the moat out 
back and go south until you can climb out on the other side of the wall. Go back to the gravesite and drop Truart's body in the fresh 
hole (bonus objective), then continue west and through the crack in the wall. 

Back to Index / Back to First City Bank and Trust / Forward to Trace the Courier 

Travel to: Keepers' Chapel / Strategy Index / Thief-TheCircle.com (home) / Go Back 
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"If I can tail her without being spotted, I may be able to find out who's on the other end of this little conspiracy..." 

Other Level Resources: 

• Loot Map - Go here for a complete listing of all the loot locations. 

• Secrets & FAQ Page - Go here for pictures of all the secrets in this level, as well as some frequently asked questions. 

• Route Map - Go here for an overview of the route that you will take through this level. 

TABLE OF CONTENTS (dick a topic to jump to that section) 

1. General Tips 

2. Starting Out & Shalebridge Road 

3. Marketplace 

4. North Helena Way 

5. Hill Street & Sparrow Street 

6. South Helena Way 

7. Marketplace Revisited 

8. The Graveyard 

Objectives: 

• Trace the message to its final destination without being caught 

• Somehow find out the contents of the message 

• Pick at least six pockets 

• Don't kill anyone 

Loot Information: 

• Requirements: None 

• Available: 830 

• Accounted For: 830 



• The route that Mosely and the Pagan courier takes is noted in the map below (figures 1 and 2). 

• They will turn to look around occasionally, so follow far enough behind that you don't get caught by surprise. 

• There are usually doorways to hide in. They may not be completely dark, but they are out of sight. 

• Use your scouting orbs to watch for them to turn back around before following. 

• You can only stray so far from the letter without failing the mission. Get what pickpockets you can along the way, but 
remember you can go back through the city exploring after the letter has reached it's final destination. 

• At some point, Mosely will drop the letter beside the grocery store near Sparrow St. Make sure to read the message before 
the next courier picks it up. 

• Even the smallest shadows can conceal you, and in well lit areas, follow far enough behind so as not to threaten the courier, 
causing them to come looking for you. 

• Conserve as many resources as possible on this mission (i.e. don't put out every torch) - there's no load out for the next 
mission and you'll need everything you have. 

Grab the healing potion on the guard following Mosely, then wait for her to round both buildings and head south. You can hide near 
the corner of the wooden deck. Wait until the patrol cop passes, then grab the archer's purse (100 gold) and arrow, then continue 
following Mosley south. Up ahead is a wide road where you should pass a female peasant, hide in the shadows and grab her purse 
(100 gold), then follow Mosley around to Marketplace Square. 
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A guard with a purse (100 gold) patrols out here, and if you hide in the doorway on the south, a male peasant with a purse (50 
gold) will pass by, though he may notice you. Follow Mosley west and hide on the corner of Whipple Way until you can run to the 
small awning, then go north towards North Helena Way. 



Once you turn north onto Helena (be careful - she usually pauses at the corner before continuing north), run ahead to the doorway 
on the right before the bridge. Usually two cops will pass, one with a purse (100 gold). Cross the bridge and continue north to Hill 
St. staying behind the corners of the buildings. 



Once Mosley turns south toward Sparrow, she will probably only turn around at the corner near the streetlight. When she drops the 
letter (figure 1), read it, drop it, then duck into the grocery store, grab the invisibility potion and flares behind the counter and wait 
on the Pagan to intercept the letter (figure 2). 
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Figure 1 Figure 2 

Follow the Pagan through the dark alley, then wait in the shadows until he crosses the moat. Once he's moving again, run to the 
doorway on your right and let him cross the bridge and turn the corner, then follow. Between here and the Marketplace, you should 
encounter a cop with a healing potion near the southwest corner of the map. The Pagan will basically round the block in that corner 
and then head north toward Marketplace (be sure to grab the coins behind the arches and the loot from the house near the sewer 
entry along the way). 



The square should be pretty clear if you blackjacked the cop earlier. Cross the bridge and hide in the corner near the ladder (below 
the patrolling archer). This can be a tough spot depending on timing- you will have to deal with a cop heading south past your hiding 
spot, then one crossing to the east, separating you far enough from the letter to fail the mission. If this is the case, use an invisibility 
potion to get through. Follow the pagan north, then east to the cemetery entrance. 



Before the courier gets caught by the Mechanists, run down the alley and turn left before the graveyard. Hide close to the left side of 
the door (figure 3) and wait for the second mech to come running out. Quickly run to the door to keep it from closing. Go upstairs 
and jump out of the window toward the wall (hopefully it will break your fall a bit). There are two cups in the crypt to the north. 

You'll need to climb up on the crypt you just jumped over and jump over the wall to the left. In the cemetery there is a crypt in the 
northeast corner with a goblet (50 goods), and a secret entry/exit in the crypt in the southeast corner (figure 4). From here you can 
go out to the street and finish looting the city. When you're done, return to the cemetery via the secret entrance and go to the crypt 
in the north with the portal. 
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Figure 3 Figure 4 

Back to Index / Back to Blackmail / Forward to Trail of Blood 
Travel to: Keepers' Chapel / Strategy Index / Thief-TheCircle.com (home) / Go Back 
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"If I believed in it, now would be a good time for me to wish for luck." 

Other Level Resources: 

• Loot Map - Go here for a complete listing of all the loot locations. 

• Secrets & FAQ Page - Go here for pictures of all the secrets in this level, as well as some frequently asked questions. 

TABLE OF CONTENTS (dick a topic to jump to that section) 

1. The Village 

2. The Maw 

3. The Spring Village 

4. The Summer Village 

5. The Fall Village 

6. The Winter Village 

7. The Forest 

Objectives: 

• Follow the blood trail to its ultimate destination 

• Find a map of the area 

• Don't kill any humans 

• : Get at least 900 in loot 

Loot Information: 

• Requirements: None 

• Available: 1500 

• Accounted For: 1500 

• Extra: Your take from the last level (which can be as high as 830). So overall, the highest total you can have in this level is 
2330 in loot. 

Go North to the village. Cross the river, stopping to grab the water arrows in the mouth. Get the healing potion from the dead pagan. 
Beware the mech patrol with the purse (100 gold) and cross the bridge. Grab the scouting orb ahead on the right, then duck into the 
shadows behind the next house before the other patrol spots you. Grab the ruby stone behind the bush on the right (figure 1), then 
sneak into the front of the house and get the arrows in the corner and the speed potion and noisemaker at the top of the spiral 
stairs. The next house is empty so cross the bridge (beware the patrolling mage), and get the coins on the right in the house. Across 
the river on the bank (under a bush) is the other ruby stone (figure 2). 
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Figure 1 Figure 2 



Go up the hill toward the gathering place, grabbing the flash-bombs on the left and pick pocketing the mechanists for their flares. At 
the top of the hill in the big round building, place a ruby stone in each eye socket (figure 3) and jump into the mouth of the face 
(figure 4). 




Figure 3 Figure 4 



Follow the blood trail through the maw, being careful of the ape beasts. There are a few water arrows in the pools near the start, 
and several pieces of equipment, as well as 40 gold (2 lucky coins) near one of the man-eating plants. When you reach the point in 
the cliffs where you see some fires burning overhead to the right, go left to the dead end to get some crystals, then sneak back past 
the two ape beast guards and jump to the far cliff for another. You can use a noisemaker to sneak into the forest entrance, or douse 
the fires. Jump into the water and mantle onto the rock to get some vine arrows, then climb back up and enter the Spring village. 



Get the health fruit in the doorway, then slip right past the conversation, grab the 3 gold nuggets on the right (300 gold), and climb 
the steps in the tree to the south. Flead north to the dead end and get the ring by the skeleton arm, and the speed potion. Go back to 
the middle tree and head east to the summer village, grabbing the silver nugget (50 gold) along the way. 



There's an ape guarding the foot of the tree and some loot on the south side. Get the vine arrow behind the tree with the steps 
(mantle the wall to avoid a confrontation). Go back up the steps to the tree with the ape and the skull collection, then south by the 
hive to the Fall village. 



Crouch and jump down to the bottom. Grab the diamond (100 gems) on the floor. There are two apes to the left, but you can douse 
a few torches to sneak out. Get the silver nugget behind the tree and the two masks to the south, then go back up and west to the 
Winter village. 



When you reach the first tree with icicles, go north, grab the diamond on the left (100 gems) and take the vine down to the ground. 
There are no ape beasts down here, so you should have no trouble finding the 2 silver nuggets and the diamond in this area. Go 
back up, break the ice with your sword and go west into the Forest 



To avoid the majority of the tree beast population, go left through the fallen log and continue west to the body of the Pagan to meet 
an old friend (the next cut scene will explain this). 

Back to Index / Back to Trace the Courier / Forward to Life of the Party 

Travel to: Keepers' Chapel / Strategy Index / Thief-TheCircle.com (home) / Go Back 
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"They don't call the rooftops the Thieves' Highway for nothing..." 

Other Level Resources: 

• Loot Map - Go here for a complete listing of all the loot locations. 

• Secrets & FAQ Page - Go here for pictures of all the secrets in this level, as well as some frequently asked questions. 

TABLE OF CONTENTS (dick a topic to jump to that section) 

1. South Map 

2. North Map 

3. Angelwatch - Floors 1-3 

4. Angelwatch - Floors 4-6 

5. The Office & Getting Back 

Starting Objectives: 

• Stay off the streets 

• Don't kill anyone 

• Infiltrate Angelwatch Tower 

• Spy on Karras to learn why he's having the party 

• Read Karras' latest entry in the new scripture of the Master Builder 

• Break into Karras' office to find some information on the Cetus Project 

• Get back to the safety of the bell tower 

Ending Objectives: 

• Activate all of the voice machines 

Loot Information: 

• Requirements: At least 1550 

• Available: 2853 

• Accounted For: 2853 

South Map 



Start at the bell tower and drop to the ledge on the left - the last window is a secret containing some loot and a few water arrows. 
The first open window on the right has a crate with some copper coins (5) and a sleeping guard wearing a purse (10). Outside, go 
across the pipe, search for the keeper in the window to your left, then shoot a moss arrow to the bottom of the ladder and climb 
down. You can get to the open window using a rope arrow (note the wooden turret overhead). With a moss arrow and a scouting 
orb you can use the shadows on the right inside the room to sneak past the archer (or just toss a frog egg through the window if 
you're not concerned with dealing damage). Grab the gold coins (65 gold) in the chest. Back up the ladder, continue west and down 
the ladder on your left. Go through the open window into the room with the vase (beware the patrolling swordsman). There is an 
entrance to a secret Astronomer's room here above the rafters in the northeast corner (figure 1). 
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Figure 1 



Secret - In the Astonomer's room, frob the telescope for a sunburst device and fire arrow. Move the boxes, go down the ladder and 
through the window by the table to a porch. Beware the patrol here, and go left to the guard quarters for some loot. Head back to 
the rafters on the other side of the astronomer's room. Go up the stairs and out the window to the right. 



Go toward the tower on the north side of the street and position yourself at the bottom of the ladder. Listen to the argument, then 
climb the tower and quickly jump to the right window. Grab the purse (100 gold) on the table and exit through the opposite window. 
Jump to the ledge and go left. Jump to the machine, climb up to the breezeway and grab the gold cup (25 gold) on the table. Head 
west till you reach another guard. Distract him and run North to mantle up to the next roof. Climb between the ramparts and head 
right to the front of the building. There's a swordsman with a key to the door, and an archer patrolling here. Stand outside with the 
door open and observe the patrol inside. The front room has a gold vase (100), the back room has 3 stacks of silver coins (36 total) 
behind the door. Back outside, head to the Northwest corner and eavesdrop on the two housebreakers. Then work your way to the 
back of the building and climb to the ramparts again. Jump to the wooden ledge. 



This area of the map is shown in figure 2 below. Jump down to the pipe and drop through the hole in the roof. There should be 2 
hanging moss arrows, a vine arrow in the crate and a ring (25). Climb out and go to the broken window on the East of the building, 
There is a Thief in here. Get his stash from the back room, and some flares from the end room. Go back out to the wooden ledge 



and use a vine arrow to climb back up. Turn right and climb the ladder in to the water system. Follow it and open the door using the 
turn switch. On the rooftop, jump down to the ledge on the north and turn right to grab Rothchilds purse (100 gold) through the 
window. Go west down the ledge and jump across to the Necromancer's Spire (figure 3). 




Figure 2 Figure 3 



Grab the candlesticks (worth 50 gold each - don't read the book!). Secret - Click the fire pit to open a trap door you'll come to in a 
moment. Look for a highlighted book on the bookcase (figure 4) on the next lower floor. 
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Figure 4 

This opens a cover on the elevator which will take you to the lower levels. Down here you'll find a healing potion, speed potion, and 
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some coins (100) in the blue box. Jump through the trap door for an invisibility potion. Go back up and out the window with the plant 
to the next building. Grab the plate (50) behind the crates, then take the ladder down the shaft. In the next room, move the boxes to 
uncover the hole and climb the stairs to the top floor. There's a guard patrolling here. In the top room you'll find the house burglars. 
Grab the coins in the box (25) and the ring on the dresser (100). If you leave the door open the guard and a burglar will fight, giving 
you a chance to slip out onto the 2nd story fire escape. Go back to the Necromancer's Tower and out to the ledge where you 
started. 

North Map 



Dodge the archer and use the ledge to slip in the last window. Grab the vase (100) and head out the open window to the North. 
Break the skylight and jump down for some coins on the table (75 total). Be ready to rope out quickly - there's a guard in the next 
room. Go North across the banners to the Greenhouse. Inside is a small spider, two moss arrows, and a gas arrow. Outside, rope 
up to the small window on the right (figure 4). Deal with the guard here and blow the door using the sunburst device and a fire 



arrow (figure 5). Be careful to turn away or run around the corner to avoid taking damage from the explosion. Grab the stash and 
head back to the roof with the skylight. 




Figure 4 Figure 5 



Mantle through the open window to the East and go out to the bank ledge on the North. Drop through the window and find a place to 
hide. You'll need to pickpocket the key from the patrol guard. Go to the office on the right/south, pick the lock on the wall safe and 
throw the switch for the vault. Go across the hall, North, to the vault. Grab a purse (100 gold), 8 gems (200 ttl), 3 stacks of copper 
coins (15 ttl), and a stack of silver coins (12 gold). Get past the guard outside the double doors to the East and mantle up to the 
rampart on the left. 



Try to catch the keeper in the window to the left (not important, but interesting to see). Read the scroll on the table, then (secret) 
frob the torch in the hall to reveal a stash at the other end. Back on the roof, continue north through Lady Louisa's apartment. Grab 
the vase on the fireplace (100 gold), and relieve her of her purse (100 gold). Continue North, climb the machine up to the next roof 
and take the ladder on your left before the drunken guards. Cross the roof to the West and jump down to the Mechanists Tower. 

Angelwatch Tower - Floors 1-3 



Go south in the vent system to the last right turn. You will emerge in the southeast corner of the second floor. Beware the patrol in 
the hall outside, and take the elevator down to the 1st floor. Trigger the recording on the south wall (at which point you will be given 
a new objective- listen to all the voice machines). There is an Iron Beast the hall to the north and a guard at the front doors. Sneak 
to the alcoves, then distract the guard away from the statues (30 goods total) at the front door, on just use an invisibility potion. You 
can climb to the top northeast rafters and take the ladder to the 2nd floor, but the elevator is recommended since the ladder ends in 
an area you won't need to explore anyway. 



Quick save before riding the elevator up (you might meet the patrol at the top...). Work your way south down the hall, and slip into 
the Chapel anteroom on your right. Douse the gas lights, grab the candlesticks and the key from the priest and use it to enter the 
communion storage room on the west side of the room. Pick the cabinet for 2 gold cups (50 gold total) and two gold wine bottles 
(100 goods total). Go back to the hall and south to the barracks. Loot the crates, grab the statue and the scroll in Valinius' room to 
the west, then go around to the back storage room and pick the liquor cabinet for 2 more gold cups (50 gold total). Backtrack 
through the barracks and take a right down the narrow hall. Sneak north through this room to the stairs and go to the third floor. 



At the top of the stairs, go left to the balcony, mantle to the edge of it and shoot a vine arrow into the beams overhead (most of the 
complaints you'll get here are coming from the archer on the north balcony overhead). Either jump or use the vine arrow to get to 
the north balcony (figure 6) (you may want to pad it with a moss arrow first). 
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Figure 6 

Lean inside to the right to trigger the recording, then jump to the west balcony and go straight across the hall (you'll have to deal 
with a noblewoman here) to a chest with 120 worth of gold coins. Get back across to the east balcony and head down the hallway to 
the southeast corner and enter the library. At the foot of the stairs, shoot a moss arrow to the southeast corner above, then a vine 
arrow into the ceiling. Climb up to trigger the recording, then back down and climb the stairs - be careful not to alert the 
noblewoman and servant - blackjacking them is noisy and rouses the guard downstairs. 

Angelwatch Tower - Floors 4-6 



Cross the hall to the room with the nobleman and older woman, get their purses (30 gold total), then go the the middle room of the 
south hall for a healing potion and a gold coin stack (25 gold). There's loot in two rooms in the northeast corner of this floor, but use 
the crawlspace to the right of the big fireplace in the east hall to climb to the 5th floor. 



You'll emerge in the kitchen. Work your way north up the west hall, looting as you go. Be sure to check the janitor's closet on the 
right for a switch on the upper inside door facing. It opens a door to the alarm controls for the office - shutting these off will save 
headaches later. Be sure to read the scripture in the wall safe of the corner room, and frob the left eye of the statue in the hall to 
open a supply closet nearby. When you reach the northwest corner of the hallway, turn and go back through the kitchen to the 
dining room, listen to the voice machine, then loot the study and head for the stairs in the northeast. Save the office for later - you 
need to go upstairs to the ballroom for the key first. 



Kill the lights with the switch outside the ballroom door, then sneak around the edge of the room to the left to grab the nobleman's 
purse by the west wall. Go back around the other way, past the robot to the recording. You'll need to get close enough to Valinius 
and the other mechanist to trigger the conversation- you may want to use a speed or invisibility potion to get across the tile to the 
fireplace. Leave the ballroom before the conversation ends, as Valinius will head for the office on the 5th floor. Find a good place in 
the stairwell to ambush her with the blackjack or a gas mine (something quiet) and grab the key. 

The Office & Getting Back 

You may have to use a gas arrow on the guard outside the office. Once inside (being sure you've already turned off the alarm). Push 
the button under the desk, grab the plans from behind the picture, listen to the voice machine. Then go back to the kitchen and use 
the ladders and vent system to climb back down to the second floor where you can head north to the surface. Go back through Lady 
Louisa's apartment, but you may want to use the Shemenov estate instead of the bank to get back. Either deal with the guard on the 
white balcony and go across to the far roof, or sneak to the south balcony window of the bank and use the ledge to mantle up to the 
adjacent roof. You can sneak through across the roof to a door and down a set of stairs, while avoiding only one guard, instead of 
two in the bank (not to mention the loud floor). Use the ladder in the kitchen fireplace to get to the Shemenov roof, then go back to 
the astronomers hideout using the secret shutters. Go through to the rafters in the far room, jump down and head out the window 
to the east and across the rooftops to the bell tower. 

Back to Index / Back to Trail of Blood / Forward to Precious Cargo 

Travel to: Keepers' Chapel / Strategy Index / Thief-TheCircle.com (home) / Go Back 
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"It's not every day my services come so cheap..." 

Other Level Resources: 

• Loot Map - Go here for a complete listing of all the loot locations. 

• Secrets & FAQ Page - Go here for pictures of all the secrets in this level, as well as some frequently asked questions. 

TABLE OF CONTENTS (dick a topic to jump to that section) 

1. The Climb 

2. Markham's Isle (Lotus & The Navigation Globe) 

3. Observation Room & Cargo Storage Area 

4. Main Pirate Base, Markham's Treasure and Scripture 

5. Sub Aquatic Base, Main Cargo and Rust Gas 

6. The Cetus Amicus 

Starting Objectives: 

• Kidnap Cavador 

• Find Lotus 

• Read another passage from the New Scripture of the Master Builder 

• Find the old Lighthouse Keeper's Navigation Globe 

• Find Markham's Treasure 

Loot Information: 

• Requirements: None 

• Available: 1627 

• Accounted For: 1627 

Important Note: 

• Be sure to conserve resources as much as possible in this mission since there's no load out for the following one. You'll find a 
lot of equipment throughout the level, but you'll need to save as many water arrow and flash-bombs for the next mission as 
possible. 



For a silver nugget (50 gold) - you'll need to flip the switch on the top of giant drilling machine (it's noisy). The little shack on the left 
has some fire and water arrows. Beware the patrol and follow the tunnel to the elevator- but don't use it. Turn right and mantle up 
the rocks until you come to a hanging vine/rope. Beware the camera and climb up to grab the gas arrow. Jump to the other vine, 
wait for the camera to turn, then spin around and jump to the outcropping (figure 1), mantle to the ledge (figure 2), crouch and go 
into the passage (do all of this very quickly! Once the camera spots you, the guard takes a very long time to calm down). 
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Figure 1 Figure 2 

Follow the passage to the camera switch on the overhead beam. Back down on the landing with the guard, jump to the shadows 
behind him (he shouldn't get too excited if you haven't set the camera off thus far). Flip the switch on the right to open the workshop 
gate overhead. 

Go back near the ledge you took to get to the camera switch and climb the vine up. Beware the guard here, jump to the corner and 
enter the workshop. There are two silver nuggets (100 gold total) behind the robot station. Go to the well in the back and climb the 
rope up to the lighthouse area. 



Lotus is in the cold storage facility to your left, but you need the key from the Mechanist at the top of the lighthouse. Wait for the iron 
beast to pass, then head west through the darkened door of the lighthouse (figure 3). Beware the patrol inside and go to the very 
top. You can pickpocket the cold storage key from the top of the ladder. Go back down to the house entrance on the left. Take a left 
into the house and get the purse (20 gold) from the last room on the right, as well as the two lucky coins (20 gold) from the shelf 
and the moss arrows above them. Upstairs, go to the end of the hall, triggering the conversation. While the mechanists talk, use a 
vine arrow to climb up through the hole in the roof (figure 4). 




Figure 3 Figure 4 

Grab the purse (100 gold) from the mechanist up here, then go right to the next room. Find the switch on the floor around the boxes 
(Secret - this opens the door in the dark room below). Back in the downstairs hall, open the door to the room where the 
conversation took place and douse the torch. Pickpocket the mechanist's purse (30 gold) and go into the dark room at the end of the 
hall. Go through the now open secret door, grab the navigation globe, healing potion, and silver coin stacks (36 gold total). Go back 
through the lighthouse and out to the yard. Hug the wall around to the south, avoiding the iron beast. Unlock the cold storage 
building, talk to Lotus and get the peg from beside him. For a few flash-bombs and a breath potion, mantle to the top of the cold 
storage building and go to the platform. Shoot a few moss arrows onto the top of the wall and to the metal below. Wait for the 
sentry to turn her back, grab the goods and head for the lighthouse. 



Go to the nautical museum and use the peg on the wheel. The platform descends to a relatively safe area. Beware the camera to 
the left. You'll need to flip the switch to open the window and gate leading down to the base. Sneak under the camera and beware 
the patrol coming up the path (there are several places to hide along the way). When you reach the Cargo Storage area, there is an 
iron beast patrolling, a smaller beast up at the door control station, and a mechanist directly in front of it. You can use the controls 
to open the tubes to the buildings, but it's much less conspicuous to use the water to travel. Stay to your left and go behind the 
boxes. Grab the water arrows and scouting orb from the open crate and run west to the small ledge leading to the water tunnel 
(figure 5). Swim straight ahead and down a bit to a passage with boulders in the entry (figure 6). 
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Figure 5 Figure 6 



You'll emerge in a cave with what looks to be a pirate fort. Climb the stairs, open the hold and swim around to the huge treasure 
chest for a gem (400 gems). When you come back out, high-tail it for the water hole - Markham's ghost is not happy. Swim toward 
the hole in the bottom of the Main pirate base (figure 7). Grab the loot on the table (30 gold title). There are two sentries up top 
along with a patrol, as well as a patrol on the walkway outside. Occasionally a patrol from the substation will also stroll through. In 
other words- don't try to take these guys on. Go out the door, kill some torches and look up. Shoot a vine arrow into the metal grill 
and climb up (quickly). Jump across to the west platform (not the metal ramp!). You can do this if you time it correctly, but a quick 
save beforehand would be wise nonetheless. Swim to down the hall to the room on the right and read the scripture floating near the 
desk (figure 8). 
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Figure 7 Figure 8 

Climb back down and get in the water. The platform & building on the west are tricky. There are a few mines on the shelf inside and 
a silver nugget (20 gold) on the beam above. See the Secrets page (Missing Loot?) for tips on getting the silver nugget. Swim to the 
door in the east, go down the stairs and make a quick left turn away from the camera. Go down the ladder and left into the camera 
control room. Back up the stairs, sneak underneath the camera and drop into the hole to the left of the staircase. The first room has 
a purse on the floor. Follow the passage around to the locker room and grab the Cargo Hold 5 key in the water. Loot the locker 
room of it's supplies including 136 in gold (3 silver coin stacks and a purse), then jump back in the water and return to the staircase. 
Climb out of the hole and go left into the dive room (try to mantle to the stairs to avoid stepping on the metal floor). Use the 
pressure door in the floor to get back in the water. Swim back north under the building to the Cargo Storage Area. 



Wait for a break then go up the metal ramp to the west (there's a spot on the near side where you can mantle up without stepping 
on the metal - figure 9) - save your moss arrows for the next mission. There's a few in the corner on this side of the ramp as well). 
Go to the Cetus Amicus area and jump in the water. Head west under the dock, then south to the Sub Aquatic Base. Go through the 
hole in the floor (figure 10 - it's near the pipe in the back). The keys are at the top of the stairs in the room with the mechanist. He's 
turned away from you, and there's a patrol that comes through this area, so be careful. Back in the water, swim north to the Main 
Cargo area. Approach from the back and mantle up behind the sentry. Grab his key to get in, then grab the rust gas from the first 
crate on the left (the other one has a mace in it). There's loot in the crates on the other side of the room (a statue for 75 goods and 
some gold coins for 125 gold). Back in the water and swim south, then east to the Cetus Amicus. 
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Figure 10 

There are several ways to enter the submarine: through the pressure door on the bottom, the ladder on the east side, etc. The 
most practical however, seems to be the most obvious. Mantle onto the deck from the south end and creep to the door, making sure 
to avoid the mechanist in the diving gear (who can't be gassed or blackjacked by the way). Be careful to stay back from the windows 
inside, listen for the guard below to make his round, then drop through to the hall. Read the captain's log in the right room, grab the 
purse (100 gold), in the room on the left, and grab the 2 wine bottles (100 goods) and 2 gold cups (50 gold) from the dining room 
behind you. Go north through the ship, using the closets along the way to avoid the guard. There's a water arrow in the janitor's 
closet and some flares in the small storage area on the left. Grab the vase (100 gold) in the lounge, then go up the down the ladder 
to the hold area. Grab all the supplies out of hold 1, 2, and 4 (3 is empty). Hide yourself in hold 5 for the trip to the KD site. 

Back to Index / Back to Life of the Party / Forward to Kidnap 

Travel to: Keepers' Chapel / Strategy Index / Thief-TheCircle.com (home) / Go Back 
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The Keepers' Chapel Walkthrough 

K I DNAP 




"Archaeologist sounds so much more dignified than Thief..." 

Other Level Resources: 

• Loot Map - Go here for a complete listing of all the loot locations. 

• Secrets & FAQ Page - Go here for pictures of all the secrets in this level, as well as some frequently asked questions. 

TABLE OF CONTENTS (dick a topic to jump to that section) 

1. The Main Base 

2. Site 8 

3. Site 7 

4. Site 1 

5. Site 6 

6. Site 5 

7. Site 2 

8. Site 3 

9. Site 4 

10. Site 7 - Revisited 

11. Site 9 

Starting Objectives: 

• Kidnap Brother Cavador 

• Read another passage of the new scripture of the Master Builder 

• Don't let Brother Cavador die 

• Don't kill anyone 

• Find and take Cavador's personal diary 

• Find and take the Diamond Drill 

Ending Objective: 

• Use your old route to leave 

Loot Information: 

• Requirements: None 

• Available: 1311 + Possible 1627 from previous mission = 2938 Total Loot (2988 in Fact - See note below) 

• Accounted For: 1311 

Important Note: 

• Unreachable Loot: A gem valued at 50 gems is unreachable - DromEd shows it to be located under the mound at the 
entrance to the Site 9 building, so even if you obtain all the loot for this level, your stats will still be 50 short of the total loot 
amount. Unfortunately, this bug was not fixed in the patch. 



Go north to the building and climb through the right (east) window. Go north through the doorway, and pillage the downstairs room 
counterclockwise, staying behind the mech beast as you move from room to room. Climb the stairs and find a shadow from which 
you can pickpocket the patrolling guard. Upstairs there is a water arrow on the first room on the west. Use the key to open the 
middle door on the east side. There is another water arrow in the sink in the last room on the east. Cavador's quarters are located 
on the northwest corner upstairs. Be sure to grab his itinerary, map, and throw the switch for the KD site outside (figure 1). Sneak 
back to the entry and go out the east window and east to the KD entrance. 
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Figure 1 

Wait for the conversation to end, then sneak north through the old square toward Site 8. In the caves, look to your right to find a 
passage (figure 2) which leads to a ledge overlooking the site. Sneak counterclockwise across the rooftops to the turret (make sure 
to crouch so your jumps are quieter). Grab the gold nugget from the crate (figure 3). There's a slow-fall potion in the building to the 
west if you want to take on the mechanists to get it. Go west behind the turret through the other buildings toward Site 7. 
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Figure 2 Figure 3 



When you get within sight of the camera, wait for the right moment, then cross the street in to the open building on the left (figure 
4). Shoot a rope arrow into the hole above (figure 5), climb up and grab the coins in the next room behind the bucket. Continue 
through this building and take the path around to the end of the ledge, past the Site 9 entrance, and head west to Site 1. 
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Figure 4 


Figure 5 



The only thing of worth at site 1 is a lost city staff (75 goods). Cross in front of the buildings to the west ledge circling the site. Grab 
the staff on the ground by the boxes, go a little further for some water and fire arrows. You can venture further down into the pit for 
another fire arrow and a broad head, but do so at your own risk. Leave Site 1 and go West to Site 6. 



Pass the obvious entrance and go to the far south where you can cross west into a building (figure 6). Shoot a rope arrow into the 
beam overhead, climb up and jump to west building. Use the ledge to sneak around the statue and mantle into the building on the 
north side (beware the metal ledge on the left). Go across to the low roof next to the lift and grab the invisibility potion, the drill 
(figure 7) (Bonus objective - 150 gems), and 3 fire arrows. You can jump down to the corner near the lift, make a run for it, or work 
your way back the way you came. Go south to Site 5. 
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Figure 6 Figure 7 

Duck by the camera and go up the stairs. There's a niche to the left to hide in, and you can grab the patrol's purse. The first door on 
the left contains the New Scripture of the Master Builder, and the second door on the left has a sleeping guard, a purse on the table, 
and a flash-bomb in the crate. Go back down the hall to the room with the equipment and loot on the table, cross through the 
hallway to the room with windows, grab the water arrows in the last one, then go north to the stairs. At the top, turn into the 
hallway, go to the 2nd room on the left with two sleeping guards, then around the left corner and grab the gold nugget from the 
crate. The room across the hall has a speed potion. You can almost bet on Cavador being in the next room on the right. As soon as 
you open the door, all three guards will go into full alert mode, (you may want to deal w/ the one outside first). Be prepared with 
gas arrows and flash-bombs for the bodyguards, but you'll have to blackjack Cavador since he's wearing a mask. Grab his diary 
(bonus objective) and the candlesticks in the window, then go back the way you came to the front doors, carrying Cavador with you. 
Flead east to Site 2. 



You will encounter several guards with purses between sites 1 and 2, so dump Cavador in a shadow and pick some pockets. At Site 
2 go toward the Obelisk, then turn east/left away from the north entrance and go up the ramp (fig. 8) and in through the back of the 
building with the metal steps (fig. 9). The New Scripture is laying on the ledge and the last room on the left at the end of the upstairs 
hall has a flash-bomb and a sleeping guard. Take a right from this room down the long narrow hall, grab the gold plate from the 
ledge and go back out the way you came (there's a few arrows and flares on the bottom step if you want to take on the 
mechanists). 




Figure 8 Figure 9 



From Site 2, you can head south toward Site 3. There is not loot there, only a gas mine and a flash mine in crates that you can get 
to via ladders between the levels. 



Flead east to Site 4 from Site 2. Use the rooftops and empty buildings to dodge the mechanists and mage that wander through this 
area (though several of them have purses). Look for a building with a machine on top for some water arrows on the roof. Eventually 
you will come to a building on the right with a Lost City staff on the floor. Go back a few buildings and look in between for a switch 
(figure 10) that opens the door on the next building- this is the only secret for this mission. Go north to the square (figure 11) and 
west toward site 7. 
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Figure 10 



Figure 11 



The most direct way to the exit is north through this site. Grab Cavador, gulp an invisibility potion and go across the site, pausing to 
grab the lost city jar on the table to your right. If you don't have an invisibility potion left, you can go back to the area between Site 1 
and 2 and approach site 9 from the west. 



Go left inside the building and up the steps (there's a flash-bomb in the crate). Go left at the top of the stairs to the open cave (make 
sure you've got Cavador and not just any old mechanist). For a gas arrow, go right at the top of the stairs to the room with a crate. 

Back to Index / Back to Precious Cargo / Forward to Casing the Joint 

Travel to: Keepers' Chapel / Strategy Index / Thief-TheCircle.com (home) / Go Back 
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The Keepers' Chapel Walkthrough 
Casing the Joint 




"We can't afford any delays later when the masks arrive..." 

Other Level Resources: 

• Loot Map - Go here for a complete listing of all the loot locations. 

• Secrets & FAQ Page - Go here for pictures of all the secrets in this level, as well as some frequently asked questions. 

TABLE OF CONTENTS (dick a topic to jump to that section) 

1. First Floor - South 

2. The Clock Mechanism 

3. First Floor - North 

4. Second Floor - North 

5. Second Floor - South 

6. The Library & The Correspondence 

7. The Secret Door & Getting Out 

Objectives: 

• Find and Operate the door to the secret staircase 

• Find and read the correspondence from Karras to Gervaisius 

• Map out at least one-half of the mansion 

• Find at least seven secrets 

• Get back out to the streets 

• Don't get into any confrontations with the locals 

Loot Information: 

• Loot Requirements: None 

• Loot Available: 2685 

• Loot Accounted For: 2685 

Important Notes: 

• "Confrontations with the Locals" includes any type of offensive movement, including flash bombs, blackjacking, etc. If an AI 
sees you, the mission fails. Sometimes if you make too much noise near an AI, the mission will fail. Be aware that near the 
southwest guard room on the second floor, a bug often causes an NPC (the librarian) to be present in audio, but the physical 
character may be invisible - thus, sneaking in front of this guard room while the NPC is still technically present, will fail the 
mission. 

• The loot in the mission is extremely scattered throughout the mansion, so this walkthrough will not detail loot amounts - only 
locations. For more specific loot information (including a loot count), visit the Loot Map and Secrets Page. 



Grab the coins in the empty pool, then mantle up to the small out hang near the crates. Find the switch on the wall to the right and 
open the secret door. Once inside, go around left to the prayer room for a flash mine in the corner, then grab the coins on the altar 
and last window sill. Beware of the guard and camera in the hall and go west through the double doors and down the stairs. Pick 
the lock and grab the guards purse, then head east, back through the chapel and into the next room. Get coins from both tables 
before ducking into the hall again, this time going west across to the storage room for a candlestick and a flare in the crates. Go 
upstairs and grab the candlestick and broad head from the crates up here, then go back downstairs and east through the double 
doors to the office on the right. Grab the coins on the planet and flip the switch on the wall behind the desk to open a secret door in 
the southern most closet. Go through to the workshop and into the security office. Grab the coins on the desk and on the ledge, 
then turn off the security cameras for this wing. Make sure to grab the patrolling guards purse, then go to the southeast corner of 
this floor and grab the coin in the window sill near the clock. 
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Head back west past the foyer door and take the next door on the right. (Avoid the foyer for as long as possible - when you enter, it 
triggers a conversation between the door guard and the mage. Afterward, the mage begins to patrol in the ballroom, making it 
difficult to work in there). In this long anteroom, quietly go up the stairs to the ballroom. Grab the cuckoo mechanism from the 
toolbox on the workbench (figure 1), then pick the west door and grab the guards purse. Exit via the northeast doors, and beware 
of the guard patrolling this area (grab his purse). 
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Figure 1 



Emerge in the north hall and make a right to the double doors on the west. Flip the switch on the back column to open a door under 
the stairs (figure 2). 
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Figure 2 



Go north to the guard room and grab the coin from the desk. Slash the banner in the hall and flip the switch behind it to open the 
north secret passageway. In the passage, take the first left into the bathroom. Get the coin from the sink, and another from the 
ledge on the far side of the tub (you can use your moss arrows here- you won't need them anywhere else). Back in the passage 
continue west to the next hall on the left. Flip the switch on the dead end wall and go east into the servants quarters. In the bunk 
room, get the copper and silver coins from the left and right crates. Go back through the passage into the kitchen, get the three 
wine bottles from corner of the table, as well as the spice bags from the shelf. Go west to the security room and kill the cameras 
for this wing. At the bottom of the stairs through the double doors, pick the lock and get the guards purse. Go back east to the 
storage room on the right/south (figure 3). Get the plate and cup in the crates under the stairs, the cups on top of the boxes, and 
the cup behind the sofa, then go upstairs. 
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Figure 3 



In the storage room, get the two candlesticks stacked behind the boxes. Take the double doors and go through the ballroom and 
around to the north hall. Two guards patrol this hallway (both with purses). Go across to the security room, kill the cameras for this 
wing, and grab the coin on the inside ledge. Get the coin on the floor behind the couch, then head west down the hall to the room 
on the right. Grab the coins from the bed stand and desk, then go west to the windows and grab coin from the right window sill. 

Go back to the security room and flip the switch in the southeast corner to access the secret passage. Go through to the trophy 
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room, grab the coins on the corner table, and the noisemaker in the chest. Use the switch on the ceiling of the closet to get into the 
dining room. Grab the coins floating in the northwest corner (apparently a table got removed, but the designer missed the coins). 
Duck into the other closet, use the overhead switch to re-enter the passage and go west to emerge at the corner of the hall. Slip 
around the corner and turn off the camera, grab the coin on the window sill of the guard room, then go back west to the office on 
the left and grab the coins on the desk. Use the foyer balcony to go west toward the ballroom, (on normal difficulty, the clock 
mechanism is located at the south end of the foyer balcony). In the ballroom, go south to the south hall (you can also use a vine 
arrow to get down to the floor here for the clock mechanism if you don't have it already). 



Cross the hall to the security room and kill the cameras (make sure you disconnect the bottom left switch for the turret/cam in the 
corner of the hall, as well as turning the power off). In the hall, go east to the office on the left, get the coin on the floor between 
the table and chair, get the coin from the desk, then cross the hall to the dressing room. Grab the coins on the corner table, the 
healing potion from the chest in the west closet, then go through the middle closet, flip the switch and go west in the secret 
passage. Take the next secret door on the right into the conservatory, cross the hall and get the coin from the left of the turret bay, 
then go west into the bar. Get the coins on the planter, the bar, and the window sill. Grab the purse from the guard just outside the 
double doors. Use the switch in the southeast corner by the couch to access the secret passage and go all the way to the Library on 
the east. 



A ghost patrols here, and you will see several apparitions hinting for you to read the books. There are five books on you'll need to 
read (figure 4). One is on the middle of the T shelf to your immediate right . Walk down the north side to find two books on your 
left, one on the west side of the 'P' shelf (this opens a secret compartment), and one on the west side of the 'N' shelf. Cross to the 
table near the fireplace for another book and some coins, then head west to the window sill between the 'V' shelves on your left for 
a coin. Go upstairs to the southeast corner. The last book to read is on the window sill between Y shelves. Once you read this, the 
ghost should disappear along w/ the voices, and you will find the correspondence between Karras and Gervaisius on the floor 
between the 'M' shelves (figure 5), as well as a scroll revealing the fate of the senior librarian and his wife. 




Figure 4 Figure 5 



Since there's nothing important on the third floor, you're ready to split. Leave the library via the northeast door and place the 
cuckoo mechanism in the clock. When you turn the clock hands to 12:00, the secret door to the third floor opens (figure 6). Sneak 
down the hall past the guard, turn the corner and go right into the foyer. Sneak around to the north side of the balcony, shoot a 
moss arrow below, then use a vine arrow to climb down behind the guard. Grab his purse, pick the lock, and exit to the street 
outside. Use a noisemaker to distract him if necessary (just make sure you've grabbed his purse first). (Note: You MUST exit to the 
east side of the house- exiting to the west only puts you in Gervaisius' backyard). 



Objective Complete 




Figure 6 



Back to Index / Back to Kidnap / Forward to Masks 

Travel to: Keepers' Chapel / Strategy Index / Thief-TheCircle.com (home) / Go Back 
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The Keepers' Chapel Walkthrough 

Masks 




"Don't wait up - I'll be working late..." 

Other Level Resources: 



• Loot Map - Go here for a complete listing of all the loot locations. 

• Secrets & FAQ Page - Go here for pictures of all the secrets in this level, as well as some frequently asked questions. 

TABLE OF CONTENTS (dick a topic to jump to that section) 

1. Second Floor - North 

2. First Floor - North 

3. First Floor - South 

4. Second Floor - South 

5. Third Floor, The Cultivator and Getting Out 

Objectives: 

• Steal all three precursor masks 

• Read contents of correspondence between Gervaisius & Mechanists (if you haven't already) 

• Steal a Cultivator 

• Don't kill anyone 

• Escape to the streets 

Loot Information: 

• Requirements: 2800 

• Available: 3667 

• Accounted For: 3667 



Sneak clockwise around the outside of the estate to the double doors on the north end of the building. Distract or blackjack the 
guard and pick the doors. Take the first right into the sub-hall and then turn right into the security bay to kill the cameras. Sneak all 
the way down the hall into the last door on the right - but be aware of the patrolling guards. Go up the steps into the ballroom and 
stand in the shadow of the doorway. Wait till the ballroom patrol passes, then sneak between the partitions on the right (there's an 
archer overhead - you may want to use a scouting orb to watch for him to walk away). Carefully sneak around between the 
partitions to get the rest of the displays, then leave the same way you came in. 

Go through the the double doors to the foyer and go left (north) back to the hallway - take the first right and flip the switch on the 
column by the stairs. Grab the gold coins in the chest in the secret room. Go north in the hall toward the guard room. This is a very 
tough area - you may want to shoot a moss arrow near the banner which hides the secret switch, and shoot a vine arrow into a 
dark spot in the ceiling so you can retreat and hide if you alert the guards (figure 1). 
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Figure 1 

Wait for the patrol to pass, then put out the torch around the corner. Crouch and sneak down to the guard room - sometimes a bug 
causes the sleeping guard to stick in the doorway or hall - he's rarely dangerous, so grab the loot from the crates. Sneak back down 
the hall to the banner, slash it and head down the secret passage (if you're trying to get all the pickpockets, make sure to grab the 
three keys from these guards - but they're practically useless). 

In the passage, pass the first (bathroom) door, and go down to the passage on the left. Grab the slow-fall potion from the crate, flip 
the switch and step to the side to allow the doors to open. Go into the servant's quarters, sneak into the bedroom and grab the loot 
from the two crates. Go west down the passage to the hall, then west down the sub-hall to the northwest stairs. 

In the hall, you'll encounter a camera that you must sneak past. Run to the right side of the bay, then quickly run to the other side 
(make sure the guard is at the other end of the hall). Sneak across the hall to the room with the camera controls. Grab the purse in 
the big closet, then go back to the room to the west and grab the coins on the desk and the gemstone in the chest in the closet. Go 
back to the control room and head east into the trophy room. Grab the noisemaker in the chest, the broad head on the fireplace, and 
the silver coin stack in the corner. Flip the switch on the closet ceiling and go to the dining room. Get the three candlesticks and go 
back to the secret passage and head east then south to the secret door which empties into the hall. 

Again, you'll have to wait for the guards to pass, then run across the hall to the relative shelter of the office doorframe. The camera 
may freeze and turn yellow - continue picking the lock on the door, open it and go in (the camera should go back to normal). Get the 
torch from the safe and the purse from the dresser. Shoot a vine arrow out of the window into the ceiling so you can climb down 
into the ballroom anteroom. Go south to the hallway door. 



Cross the hall and pick the lock on the security room door. Kill the cameras and cross the hall to the ballroom. On the balcony, shoot 
a vine arrow into the ceiling and climb to the rafters above (figure 2) for the gemstone in the jewelry box (figure 3). You can also 
attempt to climb down to grab the other loot in here if you couldn't accomplish it from the ballroom floor earlier. 




Figure 2 Figure 3 

Climb down and go west down the hall to the office door on the left. Pick it and go through the closet and into the workshop. Sneak 
behind the mechanist and into the last closet for a gemstone. Go back west through the double doors and into the living room. The 
south closet has a purse in the chest. There's a healing potion in the confession room of the chapel. Cross the hall to the storage 
room and grab the plate from the crate. Go upstairs. 



Go across the balcony to the south hall, down the stairs and right to the bar. There's a servant in here. Grab the silver coin stack 
from the shelf behind the bar, get the purse from the other side of the bar, and exit to the conservatory. Get the purse on the stage 
and access the secret passage. When you reach the last secret door on the left, go into the bedroom, looting all three closets, then 
go west in the hall to the security control room. Kill the cameras, grab the lucky coins on one couch and the ring on the other. Go 
back to the secret passage and through the library. The guard station has a purse (100) in the crate. Set the clock hands to 12:00 
and go up to the third floor. 



Douse the torch near the guard room and sneak west into the hallway. Shoot a vine arrow into the roof and climb up to the rafters. 
Flead south into the ceiling of the exhibit rooms - you can access both sides of the third floor like this. The floors in these rooms are 
booby-trapped: they will emit a poisonous gas if you step on them, so you'll need to use a vine arrow to suspend yourself and grab 
all the masks (there's a way to shut these traps off by using the locking light systems in the foyer - match the light color to the color 
of the room walls to turn off the traps). 
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When you get to the northwest corner of the third floor, rope down to the carpet and hide in the shelter of the doorway. A guard 
patrols on the other side - when he passes the door go into the room with the cultivator, then go upstairs and make a lap around the 
walkway. Wait until he heads up the stairs, shoot a moss arrow (figure 4) onto the tile floor. Run across to the cultivator, grab it and 
go back to the safety of the doorway. 
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Figure 4 

Climb back up to the rafters and go back down the hall to the foyer. Work your way toward the staircase near the studies. Use a 
rope arrow to climb down to the carpet and jump to the stairs. Pick the door on the right, go upstairs and grab the glasses in the 
chair and flip the switch under the desk (figure 5 - this opens a secret room under the stairs of the opposite study). Downstairs, flip 
the switch to the right of the desk (figure 6) to open the passage to the other study. 




Figure 5 Figure 6 



Flead over to the other study and enter the secret room (which you opened by flipping that switch on the desk). Inside, grab the 
purse, then go upstairs, taking the purse in the chest and the necklace from the bed. Now head back downstairs. Sneak across to 
the big glass windows, break one with your blackjack, gulp the slow fall potion (you did get the slow fall potion didn't you?) and jump 
to the streets. You're done! 

Back to Index / Back to Casing the Joint / Forward to Sabotage at Soulforge 
Travel to: Keepers' Chapel / Strategy Index / Thief-TheCircle.com (home) / Go Back 
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The Keepers' Chapel Walkthrough 
Sabotage at Soulforge Pt 1 




"Your plan is suicide! I'll think of a better way ... and I work alone..." 

Other Level Resources: 

• Walkthrough (Part 2) - Go here for the second part of this walkthrough. 

• Secrets & FAQ Page - Go here for pictures of all the secrets in this level, as well as some frequently asked questions. 

TABLE OF CONTENTS (dick a topic to jump to that section) 

1. The Plans Room 

2. Stage 1 Piece (Bay C) 

3. Stage 2 Piece (Bay A) 

4. Regulating Round (Bay D) 

5. Stage 3 Piece (Bay E) 

Objectives: 

• Learn how to use the Guiding Beacon to draw the Servants to the Mechanist Cathedral 

• Use the Guiding Beacon blueprints to manufacture a new beacon to connect to signal slot B 

• Adjust at least 7 of the 8 signal towers to use signal B (the Guiding Beacon) instead of signal A (Karras' instructions) 

• Don't let Karras find out what you're up to or he won't trigger the servants 

• When the rest of your goals are accomplished, get outside before Karras seals up the Cathedral and detonates the Servants 

Loot Information: 

• Requirements: None 

• Available: None 

Important Notes: 

• The first part of this walkthrough deals with building the Guiding Beacon and putting it in its place. Part 2 of this walkthrough 
deals with the various strategies to enable each signal tower. 

• There is no chance of disabling or destroying all the mech beasts in this mission, so choose your inventory wisely when you 
enter the level. However, explosive mines can be made throughout the course of the level, which will aid you in your ultimate 
quest. 

• There seems to be no possible way to fail the "Don't let Karras know what you're doing" objective. This is very strange, but 
you needn't worry about failing this objective. 



When you start, the overhead camera will spot you no matter what, and Karras will begin his endless preaching - ignore both for 
now (or listen to what Karras has to say if you're interested in the storyline). Head quickly north, stopping to climb the machine on 
the left for the frog egg at the top. Continue north past Bays B & C and through the next courtyard. Go right at the split, avoiding any 
patrols. When you reach the long hallway, look for the grate in the northwest corner of the ceiling (figure 1) - a mech beast patrols 
just beyond the arch. Use a vine arrow to climb up to the ledge, go through the window and counterclockwise around the ledge to 
the other window (figure 2). 
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Figure 1 
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Figure 2 



Just beyond you'll see a few structures you can use to jump down safely (figure 3). Beware the camera through the door on your 
immediate left, and a patrolling spider. Cross the hall to the west, use the small shadows in the doorways to pick the locks, and raid 
storage rooms 2 and 3 (figure 4). For now, get everything from both, you can discard things you don't need later. Interesting how 
Garrett can hold all of this stuff, huh? 
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Figure 3 






’ ' V ' -- - “ JEr - 



J 3 9 J 9 3 J 5 3 5 "I 



Figure 4 



Go north to the next hall and take a right to the plans room. There's a mechanist in the small office on the south, but he should stay 
put if you're quiet. Get the equipment from the table (figure 5) - the key will open the safes against the east wall which contain plans 
for making flares, mines, scouting orbs, and most importantly - a regulating round (part of the guiding beacon mentioned in the 
plans you got from the desk). Raid the each safe (quietly), then look for a grate on the ceiling near the south office door (figure 6). 
You'll need to shoot a moss arrow up onto the corner of the safe (to quiet your landing), then shoot a vine arrow as close to the 
edge of the grate as possible - you'll need to jump from the vine to top of the safe cabinet (but you won't make the jump unless the 
vine is hanging as close to the corner of the cabinet as possible). 
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Figure 5 



Figure 6 



Go to the north end of the cabinet and climb into the last window (figure 7) - look for a switch near the bottom (figure 8) that will 
open a secret passage in the middle of the plans room floor (figure 9). 
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Figure 7 




Figure 8 



Northern Apse 
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Figure 9 
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Figure 10 



In the secret room, go to the desk and read Karras' ranting, then flip the switch (this opens the gate to the guiding beacon system 
for later- figure 10 above). Go up the ladder in the next room (switch is on the wall next to it). Emerge in the north office, grab the 
frog egg near the vent and head south toward the elevator up to Bay C. 

The elevator to Bay C is near where you start. When you reach the elevator, press the small button on the wall and ride up. Be 
careful in this upstairs area - a mechanical spider is roaming around in the dark room between Bay B and C. Your goal here is to use 
the bellowing machine. Place a signal bolt in one part of the machine and place a steel bolt in the other (if you don't understand 
what I've just said, simply read the nearby book to learn exactly how to use the machine). Climb up on top of the machine and pull 
the lever (figure 11) to create the Stage 1 piece (figure 12). 
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Figure 11 



Figure 12 



When you're finished upstairs, go to the east door of Bay A. You'll need to sneak behind the mech beast patrolling the doorways, but 
wait until his friend is heading south. Run over to the ladder of the rolling machine on your left (be sure to start moving the second 
the mech beast near the doors turns away from you). Insert a steel plate into the slot near the ladder. You can climb the ladder here 
and toss the Stage 1 Piece into the top bin without exposing yourself to the light (remember to use the 'r' key if your 'use' button 
doesn't work). If you can't make this work, climb onto the machine and walk the ledge to the dark spot (figure 13). Sneak around 
the back of the machine to the other side, push the button (figure 14), then stay in the shadow and lean around to grab what has 
become the Stage 2 piece (figure 15). 
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Figure 15 

Head north, then west toward Bay D. When you reach the hall outside, continue creeping north (beware the metal grate on the 
floor), past Bay D. At the end of the next hallway before you have to go right, look for a vine arrow on the floor and a ladder in the 
corner (figure 16). Fire a noisemaker arrow south into the hall to draw the mech beasts in the doorway of Bay D out into the hall. 
They should look around a bit, then park themselves out there - this will give you more freedom of movement once you get to Bay D. 

Go through the Fluid Vapor Interchange room to the catwalk. If you look to the right, you'll notice that you can jump to the brick 
building (figure 17) and drop through the hole in the roof, then the hole in the floor (figure 18). You may need to distract the mech 
beast with another arrow (just make sure you don't jump on the metal roof to far to the left). You'll emerge at a relatively safe place 
in Bay D (figure 19). 




Figure 16 Figure 17 
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Figure 19 

Beware a patrol in this area, as well as several small 'children.' There's also a mech beast in the small room to the north on the 
other side of the wall. Use the Linking machine on the east side of the room to make a Regulating Round. Place a gauge and a 
Bantam Node in the top bin. The switches to operate the Unking machine (and the Sealing machine) are on a platform on the west 
wall. The elevator is at the top of the platform, with no floor controls. You can shoot the controls with an arrow to lower the lift and 
risk calling attention to yourself, or look for the metal grate and ledge over the pool of water (figure 20). Grab the water arrows in 
the pool, then climb up to the ledge. 
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Figure 20 

Leave the vine arrow for now - you'll probably use it again. Go down the hall, grab the key on the left and open the door. There's a 
healing fountain in the center of this 'turnpike' as well as passages to several other places including Bay E and the North Apse area. 
For now, go counterclockwise to the dark door on your right, unlock it and emerge at the control platform for Bay D. Flip the switch 
for the Linking Machine to process the regulating round. You can use the elevator to get back down, then shoot a vine arrow into the 
overhead grate for quicker access to this platform (be careful - the elevator can be a bit noisy). 



When you're finished in Bay D, climb up to the ledge again and go to the south exit in the turnpike. You'll emerge on a platform in 
Bay E overlooking two cameras on the west. Quick-save here. Use the ladders to reach the top platform, then use the beam to sneak 
over the first camera and use a slow-fall potion to jump to the corner of the machine (if the camera sees you it will alert the mech 
beasts in the east of Bay E). Run to safety in the space behind the right side of the machine (figure 21). With a little effort you can 
mantle back and forth over the back part of the machine here. The Stage 2 Piece goes in the bin on the right. Flip the switch and 
retrieve the Stage 3 piece from the bin on the left. This may take a few tries so be sure to quick-save first. Also be aware that there 
is a hiding place inside the machine via the left side. 
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Figure 21 

When you've finished in Bay E, look for a switch on the wall behind the right side of the machine (figure 22). Use the secret door to 
go back to the west hall, then head for the North Apse, whichever way is safest. 
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Figure 18 
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The Keepers' Chapel Walkthrough 
Sabotage at Soul forge Pt 2 
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"What hast thou ... built ... Garrett?" - Karras 



Other Level Resources: 



• Walkthrough (Part 1) - Go here for the first part of this walkthrough. 

• Secrets & FAQ Page - Go here for pictures of all the secrets in this level, as well as some frequently asked questions. 

TABLE OF CONTENTS (dick a topic to jump to that section) 

1. Placing the Beacon and Tower 1 

2. Tower 2 (Experimental Invention Workshop) 

3. Tower 3 ([Downstairs) 

4. Tower 4 

5. Tower 5 (Computer Room) 

6. Tower 6 (Turret Room) 

7. Tower 7 

8. Tower 8 

Objectives: 

• Learn how to use the Guiding Beacon to draw the Servants to the Mechanist Cathedral 

• Use the Guiding Beacon blueprints to manufacture a new beacon to connect to signal slot B 

• Adjust at least 7 of the 8 signal towers to use signal B (the Guiding Beacon) instead of signal A (Karras' instructions) 

• Don't let Karras find out what you're up to or he won't trigger the servants 

• When the rest of your goals are accomplished, get outside before Karras seals up the Cathedral and detonates the Servants 

Loot Information: 

• Requirements: None 

• Available: None 

Important Notes: 

• The second part of this walkthrough deals with various strategies to enabling each signal tower. Part 1 of this walkthrough 
deals with creating the Guiding Beacon and putting it in its place. 

• There is no chance of disabling or destroying all the mech beasts in this mission, so choose your inventory wisely when you 
enter the level. However, explosive mines can be made throughout the course of the level, which will aid you in your ultimate 
quest. 

• There seems to be no possible way to fail the "Don't let Karras know what you're doing" objective. This is very strange, but 
you needn't worry about failing this objective. 
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Signal Tower Numbers For This Walkthrough 



You can reach the North Apse from several directions, but beware the patrolling spiders. Take the elevator on the right up to the top 
floor. The gate should be open if you used the switch in the secret room under the plans room. If not, go to the secrets page and 
follow the instructions for secret 1. It's much easier than trying to get to the beacon room via jumping and climbing. (Hint: if you are 
being harassed by a spider, try to lower the elevator onto it.) Once you're in the beacon room, use the 'use' key to place the beacon 
in the empty slot (figure 1), then go through the door and up to tower 1. Switch the tower (figure 2) to the 'B' side and head back 
down to the first floor. 



1 ii 




Figure 1 Figure 2 



Go east in the hall (beware the patrolling mech beast) and pick the locks on the double doors on the left. Take the ramp downstairs 
to the basement area and you'll emerge in a large room with a few patrolling mech beasts and mechanists. Jump off the ramp to 
your right and go to the elevator on the east side of the room. Take the lift down to the Experimental Invention Workshop. Go up the 
ramp on the left and go to the dead end where you can get a flare from the box and kill the lights (figure 3). 
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Figure 3 

Back in the main hall, sneak under the camera (there's a spring wire and a flux spheroid in the room guarded by the mech beast). 
Go out to the large room and avoid the metal plates on the floor. Walk up to the edge of the platform. You'll see a mechanist to your 
left. Cover the metal grating in front of you and below with a couple of moss arrows (figures 4 and 5), then jump down near the 
turret (don't jump into the machine or you'll take damage). 
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Figure 4 Figure 5 

Climb the ladder next to the turret (figure 6) and the ladder on top of the building to get to Tower 3. When you come back down, 
jump to the opposite side of the wall (to the north). The switch controls the vault doors with nothing worthwhile behind them. Jump 
in the water and swim south through the passage, go east to the water arrows, then north and west into the next tank. Grab 2 more 
water arrows and climb the ladder into the room. Climb the ladder in the room for a vine arrow, then go back out into the hall and 
east to the elevator. 
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Figure 6 

This one's relatively easy. Follow the patrols clockwise to the northwest corner of the room. Be careful not to walk on the metal 
plates when the patrols are close - most of the time you can go around the other side of the pillar. Call the lift down and hide in the 
small shadow in the corner, then go up and change the switch. When you're finished, you can usually go counter-clockwise back to 
the ramp if you time it right. 



Upstairs go east through the room with the desk (there's a Bantam Node in the toolbox), into the doorway of the giant room with the 
mech beast at the south end near the elevator. You may be tempted to lure him away with a noisemaker, but don't - you'll alert the 
mech beasts in the adjacent room. Go left around the big water reservoir and into the shadow of the southernmost doorway, then 
shoot a noisemaker across to the doorway you came from. When he moves, make a break for the lift (you may have to use a few 
more arrows to keep him distracted while the lift comes down). Go all the way up to the tower, flip the switch and go back down to 
the platform. Look for the metal grate on the ceiling above (figure 7). Climb up to the rafters and cross the room (beware the 
camera - if it sees you, there are turret bays that will open and start shooting at you). When you reach the north end of the room, 
look for a metal grate (figure 8) on the ceiling. Use a vine arrow to jump across to the vent shaft. 




Figure 7 Figure 8 



Follow the shaft east to the Computer rooms. Quick save here. Emerge on a catwalk above the main room, go through the room 
with the desk and the Quicklime Mixture and into the south room. You must flip two switches in here to open the gate to the lift for 
the tower. Shoot a moss arrow on the walkway and to the floor beyond. The switch is on the far side of the second row of computer 
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banks directly in front of you. Study the timing of the mech beasts. You'll notice that at certain points, the two nearest you will face 
away from each other and away from your hiding place. When the mech beast in the second row passes you heading north, and the 
one nearest you passes going south, you should be able to run and fall to the floor, flip the switch (figure 9), and run south to end of 
the computer bank on the right (figure 10). By this time, the beast in the first row should have turned and headed north. Follow him 
to the door on the left (figure 11). Use a moss arrow to cover the metal flooring, then exit and go north to the next doorway on the 
left. Quick save your game. 
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Figure 9 
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Figure 10 
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Figure 11 



Wait for the closest mech beasts to pass you going south, run south to the shadow of the computer bank, then wait for the middle 
beast to head south, follow him and flip the switch on the right (figure 12). Walk directly in a straight line to the lift (figure 13) - 
don't explore. A mech beast is parked in the room to the right, and there is a turret on each side of the door you just came through. 
Take the lift up to the ledge and ride up to the tower. You should be able to exit through the nearest door on your right fairly easily 
(beware the metal flooring). 










imnrn 



: n n in i 



Figure 12 



Figure 13 



Cross through the large room to the northern most doorway beyond the water tanks. Hide in the doorway (beware the patrolling 
mech beasts and spiders). The middle of the three shafts on your right in the next room leads back up to the vent shaft you used 
earlier. Go north/right in this room (grab the 2 frog eggs in the corner) and into a large 'chapel' filled with spiders. You can use the 
shadows near the posts and altar to cross the room, or make a dead run across the platform for the gate in the northeast corner. 
Close the gate behind you if you attract any spiders. This would be a good place for a hard save. You'll emerge in the Turret room. 
Quickly make a left and head east to the doorway with the green lights (figure 14). This room is very dangerous, so make sure when 
you're standing still that you're in a safe place. Quick save often. 
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Figure 14 

You'll need to open the gate via the switch on the east wall to access the lift in the southwest corner of the room. Climb the ladder 
and quickly cross the bridge. Grab the sunburst device and the two fire arrows on the floor by the vine. Cross the next catwalk and 
go down the ladder. In this small space you'll need to stay in shadow while leaning around the corner to the left and flipping the 
switch for the tower gate (figure 15). 
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Figure 15 



Go back up the ladder and south to the next ladder. You can use the sunburst device near one of the turrets here (figure 16), but be 
warned that lighting a fire arrow blows your cover - if you can see them, they can see you. Run full speed across the catwalk, 
crouching to get around the corner - then jump to the small corner pedestal at the end - go to the back corner and wait for the 
fireworks to stop. 
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Figure 16 



Throw a sunburst device to the floor between the two turrets (as in figure 17) and detonate it using a fire arrow. You may want to 
stay to the south side of the pedestal to be out of range of the turret on your immediate left. This should give you enough room to 
get to the lift (figure 18). 
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Figure 17 Figure 18 



Shoot a vine arrow into the far side of the metal grate beside you and rope down to the safety of the corner (figure 19). Note: Make 
sure you shoot this arrow to the lower far corner of the grate, or you will have major problems getting back onto it when you leave. 
Make a dead run to the elevator on your right, but stay to the sides of the room - you're still a good target. Take the lift up, switch 
the tower, then come back out and grab your vine, going back the way you came, through the spider room. 
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Figure 19 

When you reach the hall, you can pick the double doors on the right, but they only lead to a large dangerous room with little reward. 
If you need an invisibility potion. Climb the ladder to the right inside the doors and take the catwalk to the last machine on the right 
at the far end of the room. Flip the switches, then get the invisibility potion from the room in the corner (there's also some building 
supplies in there). 

Go south through the room with the three shaft entries and make a right into the barracks area (if you can't get down the hall, don't 
forget you can use the middle duct entry to go back to the large room with the water reservoirs and try it from the southern 
doorway - less light to sneak through). 



To clean out the crates, use the niches along the walls to hide in, and loot the crates when the camera turns away (figure 20). 
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Figure 20 

There's a gas mine, broad head, slow fall potion, healing potion, and a flash bomb between all the crates. Work your way counter 
clockwise around the room and exit through the northwest door. You'll see an elevator on your right- go upstairs and say hello to 
Karras (don't bother trying to blow the door - you can't - even with several sunbursts. Regardless, there's nothing of use or interest 
in the room anyway). 

Continue west, then north through the room with the flickering lights. Grab the frog egg near the wall and observe the mech beast 
patrol patterns in the next few corridors. There are several ways around: 

• Shortest: Go diagonally northwest to room with the cauldron and jump through the small window (figure 21) (you can do this 
by jumping into the window sill, then crouching to squeeze through). Go north through the next window (figure 22) then west 
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to the long hall with the lift at the end. 
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Figure 21 Figure 22 

• Longest: Take a speed potion and run across the smashing piston, mantle onto the conveyer (avoid the fire) and go to the 
northernmost room. Climb the ladder, go down the slide into the room with the green light, take a left and go to the end of 
the hallway. Go right at the toolbox with the flare and go to the lift at the end of the hall. 

• Most Dangerous: Go left through the blades and north to the room with the green light, then south to the long hall on the 
right. 

Whichever way you go, when you're finished with the tower. Go back to the switch on the floor, and take the secret passage to the 
Tower 8 area (figure 23). 
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Figure 23 

Cross the moveable bridge on the north (figure 24) (you can get some water arrows from the pool first). On the other side of the 
canyon, beware the camera in the little cubby on the north, but it should be fairly easy to sneak by the mech beast. Go to the 
southwest comer, grab a the frog egg and go up to the tower. Come back down after switching the signal and push the button on 
the left wall (figure 25) to bring the bridge down to you. Exit to the southeast and hide in the shadows of the round room. 
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Figure 24 Figure 25 

Follow the patrols to the east exit (using the shadows and niches on the wall to avoid them). Go south out of the room with the 
flickering lights to the south hall, then out to the north apse in the south. Head back south through the halls and bays until you reach 
the front doors. 

Once again you've saved the City - now it's time to play some fan missions. 

Back to Index / Back to Masks 

Travel to: Keepers' Chapel / Strategy Index / Thief-TheCircle.com (home) / Go Back 
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